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€ Games for Windows 


GENE SPLICING 


^ 


TO BUILD THE BES Tr 


gamers access to the latest tech. 


The design of the M4G-Z is meant to be 
portable, but it still has enough space 
to sport 2 PCI-E 16x slots so you can run 
graphics cards in either SLI or CrossFireX 
mode. And with the addition of Lucid® 
Virtu™, you can also take advantage 

of Intel’s integrated GPU on their 2nd 
generation Core™ i7 CPUs for improved 
3 times faster video transcoding. What 
does that mean? It means you get great 
gaming graphics from your discrete card 
* AND* fantastic multimedia enjoyment 
from the integrated GPU. The handy- 
dandy GPU Tweaklt feature that’s also 
on board allows you to adjust the 
system’s GPU settings from an external 
notebook in real-time, should you 

want to tweak it for that extra bump 

in performance. 


^*^ Universal graphics switching between 
integrated and discrete GPUs in 
CrossFireX or SLI mode 
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he new Intel? Z68 Chipset has dropped, 
and with it has come the all new ROG 
Maximus IV GENE-Z (M4G-Z). Don't be 
fooled by the diminutive pATX design, 

the M4G-Z is packed with goodies to give 


Also 
packed 
into the mini frame 
is an Intel? Ethernet port 
that's optimised with ROG exclusive 
GameFirst software to intelligently 
prioritise game traffic. So you can 
download music, movies or whatever 
you want while still tearing a new one 
in the competition. The sound is also 
superb, thanks to a SupremeFX X-Fi 

2 audio chip, delivering fantastic 
surround sound to your ears. 


The M4G-Z is also loaded with the 
new UEFI BIOS, which provides a 
mouse-enabled graphical BIOS menu 
for easy adjustment of system settings. 
An added bonus is the ASUS feature 
CPU Level-up, which easily upgrades 
the CPU at no additional cost with a 
simple click for even faster 
performance. 


A built-in SupremeFX 
X-Fi 2 audio chip offers 
fantastic surround 
sound. 


An Intel? Ethernet chip 
relieves CPU processor 
load when online for 
better performance. 


So what are 
you waiting for? 
Inject your PC with some 
new genez and get the ROG M4G-Z 
for a powerful package that's but a 
pittance in size. 


J Intel? Socket 1155 for 2nd 
Generation Core™ i7/Core™ i5/Core™ 
i3 Processors 


Chipset Intel® Z68 

emory 4 x DIMM, Max. 32GB, DDR3 
2200(0.C.) 
:xpansion Slots 2 x PCle x16 (@dual x8), 
1 x PCle x4 
Onboar utput HDMI port 
USB 4 x USB3.0 (2 @ front); 12 x USB2.0 
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Make it so... big 


You're holding the fattest issue of PC Gamer in over a decade. 

A few months ago, PC Gamer's hilariously enthusiastic publisher, 
Binnsy, pointed something out: publishing is changing. PC Gamer is one 
of the largest publishers of PC DVD software in the country. We produce 
hundreds of thousands of DVDs every year. But much of what's on them 
is usually available online, for free. We have to adapt or just keel over. 

This is the result. We've taken everything it costs to make, replicate, 
and print a disc (a frightening amount of money) and ploughed it into 

paper and words. An extra 64 pages. But we know 
you love free stuff, so we've begun working with 
& thePCgames industry to give away exclusive free 
stuff. This month: a hat for Team Fortress 2, and 
amonth-long trial of OnL ive, Britain's first cloud- 
gaming service. 

It's also given us the space for our writers 
to let rip with ideas, features and concepts 
we've been wanting to do for years. 

| love PC gaming, love PC gamers and 
love working for PC Gamer. Every month, 
we try to make our magazine feel like a 
love letter to the world's most exciting 
form of entertainment. This month, the mag 
feels pretty close to that. And I got to dress up 
as Captain Kirk. Result. 

Enjoy the issue. 


Fu dnd dy PCCamer 


Have your say! 
Joinourforumat 
TIM EDWARDS www.pcgamer. 
EDITOR com/forum 


tim.edwards@futurenet.com 
@hanknova 


BRINGING YOU THE SCOOPS THIS MONTH... 


Tom Francis | Graham Smith Craig Pearson Rich McCormick 


@pentadact @gonnas @bucksexington (Qrichmcc 

Got lost in the mountains Showed zero human Moved out of squalid Look at him. Look at his 
of Skyrim. Electrocuted a emotion. Even when hovel. Shacked up with chirpy face and sweet 

rat. Flambéd a wolf. Stole tickled under the chin. Richard Cobbett. It's like a smile. Entirely oblivious to 
a horse. Twice. Looks great in ears. sitcom. But not funny. his inescapable future. 


NOVEMBER 2011 [zs [Y s:l.com 5 


www.pegi.info 


* Fast-paced competitive online game that will test both your skill and mind. 
* Choose from over 80 unique Champions and battle it out in 5v5 or 3v3 combat in a unique and visually stylized world. 
* Prepare to experience the best elements of session-based games combined with persistent elements of MMORPG's. 


* Play the game for free today! 
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3 GABE NEWELL se IHESEAREN'T 
| SPEAKSOUT THEVOYAGES... 
We talk to Valve's CEO about Dota 2, PC Gamer sign up for a tour of duty on | Hard Stuff 
Steam, whatit’s like working at the Artemis Starship Bridge Simulator. And 

world's most exciting games studio,and | discoverwhyit’s not a goodidea for a 150 » Thereal numbers behind 
why he’s not scared of Electronic Art's starship crew to sell their own missiles in your broadband connection 
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new digital distribution service. the middle of a battle. Peace 
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the MMO to TV 


Walai Trion Worlds new title is scheduled 


to be both a game anda television show 


efiance is the new MMO 

from Rift developers Trion 

Worlds. Where that game 

focused on melee combat, 

Defiance is closer to a shooter 
and Trion say people acquainted with FPS 
titles will immediately know what to do. 
“You can aim and shoot, you have 
grenades, you have melee attacks, you’re 
able to duck and roll, so this makes it 
pretty simple for players who are familiar 
with a shooter like Halo.” 

That console reference is deliberate. 
Defiance is set to be one of the first truly 
multiplatform MMOs, slated for release 
on Xbox 360 and PS3 as well as PC. But 
Defiance is also a television series, set to be 
broadcast on the SyFy channel. The two 
intertwine, the developers promising 


Kill enough of 'em and you 
could get on the telly box. 9 


events that take place in the game will 
affect the TV show. 

The two are set in the same world, 
where angry aliens have begun 
terraforming the Earth. Defiance’s version 
of our planet looks just otherworldly 
enough, showing remnants of the cities 
the aliens papered over: a billboard poking 
through the trees here, a crumbling 
building there. But fortunately for the 
producers of the TV show, they won't 
have to deal with player avatars stumbling 
in and out of shot. The programme is set 
in St Louis, the game in San Francisco. 

At Gamescom, Trion Worlds showed 
players what to expect: valuable alien 
technology sometimes crashes on Earth 
and both players and other aliens can fight 
over it. In the event we saw, robotarms 


climbed out of the ground to try and wrest 
control of the special tech, curning the 
area into a boss battle arena. Players were 
split between those aiming for glowing 
weak points and those protecting their 
compatriots from smaller enemies. 

Trion Worlds have promised that 
players who do particularly well will be 
immortalised on the small screen with a 
namedrop. Even the less dedicated will see 
some bleed-over between the two worlds. 
“At the end of an episode, a character 
could get on a train for San Francisco," 
say Trion. “When you watch the next 
episode, they'll be talking about this great 
adventure that they went on with you." 

It’s an ambitious vision, but Trion 
Worlds have cemented their MMO 
credentials already with Rift. Using the 
infrastructure and feedback from that 
game and tying it to the glitz and glamour 
of glossy TV production could make an 
impressively polished MMO. m 
Rich McCormick 


Hello Mr Angry Alien. A pleasure 
to make your acquaintance. 


»20 Questions 5S9 »10 Game fixes E.) gt) 


DANGEROUS LIAISONS 


MOTORBIKE STUNT GAME 
JOE DANGER FINALLY GETS AN 
OUTING ON PC 


EX Charmingindie outfit Hello Games’ 

LAA charming first gamestars the charming Joe 
Danger. But Joe's been plying his motorbike stunt 
trade on consoles for a while already. It’s only 
nowthat Hello Games have confirmedhe'll be 
making the leap over ten carslaid end-to-end 
toreach usonPC. It's not the only Joe Danger 
related news fromthe studio. Theirnext game 
will be Joe Danger: The Movie, whichlooks to 
expandthe action fromsimple motorbike 
trickracingto Hollywood stunts. The poster 
suggests minecart riding, tank driving and 

skiing. See Hellogames.org for more. RM 


PC GAMING E-READER 


MADH GET OUR BEST-OF BOOK FOR 
CHEAP ON YOUR KINDLE 


b Dedicated readers willrememberthe PC 
LAA Gaming Reader book we gave away with 
issue 222. Really dedicated readers will have 
laminatedevery pageanderecteda smallshrine 
tothe book in their living rooms, where they pray 
every day to the best writing-about-PC-games 
featuredinluminary magazines such as PC Zone, 
PC Format, Edgeand (best of all) PC Gamer. 
Fortunately, for those only medium-dedicated, 
we've got another way of accessing the beautiful 
words contained within the book: you cannow 
purchase it for Kindle, for £2.99. Cheap at twice 
the price. Get it atamzn.to/pcgreader. RM 


HEALTH BAR 
SORTING GOOD NEWS FROM BAD 


Winners 


Gamescom 
Welcomed 275,000 people and maintainedits 
status asthe world's biggest games show. 


A 


DotA2 
MOBA game explodedonto the pro-gaming scene 
witha tournament offering a $1,000,000 prize. 
R 
Dishonored 
Graham came back from Gamescomraving about 
the new game from Arkane Studios. 


Techland 
Accidentally uploaded the developerversion of 
Deadlslandto Steam. Full of developer cheats. 


Y 


Jay Wilson 
Diablo 3 directorsaysthose with a crap internet 
signal should"upgradethe wires in their house". 


Y 


Ubisoft 
PCconversion of From Dust hits Steam with 
always-on DRM, despite publisher'sclaims. 


Faildogs 


= showing off forthe TV cameras. 
` = — = 
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ONE MILLION 


f 


MIOT VA) Hitl 


A big effort deserves 
a damn big cheque. 


! Losing is even worse when | Si 


millions of 


“We won the biggest 
e-sports prize ever” 


Meet the Ukrainian team who won a million for conquering Dota 2 


ou're about to enter the biggest 
e-sports tournament in the 
history of games. At stake is 
$1 million in prize money. In 
your way are 15 other e-sports 
teams, but that’s not your only problem: the 
game is unreleased, still in development and 
changing every day, and the tournament 
will be watched by millions of people. 
That’s what Ukrainian e-sports 
group Na’Vi (Natus Vincere) faced in 
the inaugural Dota 2 International at 
Gamescom in Germany. Valve’s event 
served as a platform to show off their action 
RTS to the world. When it was over, Na’Vi 
stood tall over the dead creeps, burnt heroes 
and crumbled fortresses of the other teams. 
It started three weeks earlier, when Valve 
finally allowed the teams access to their 
new RTS. They had to train on a constantly 
evolving game, as Na’Vi’s ArtStyle (Ivan 
Antonov) explains: “It was upgraded daily. 
We were giving our feedback and most of 
the things were immediately changed.” 
Dendi (Danil Ishutin) adds: “We knew it 
was ‘pre-beta’ when we got the game. A few 


Chinese team EHOME 
facing Na’Viin the final. 


T FE = 
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weeks after it become a very cool game and 
it is still moving on and on.” 
According to ArtStyle, Na'Vi- the team 
sponsors — did everything they could to 
help them cram for the tournament: ^We 
had a bootcamp on our training base in Kiev 
for two weeks. We felt at home and were able 
to put maximum effort into practising.” 
How much of that time was spent playing 
the game? According to Puppey (Clement 


“Tt feels just awesome... 
winning a tournament 
like that and a title like 
that is incomparable” 


Tvanov): “Before the tournament we had 
100 to 120 hours overall played in Dota 2.” 
That’s four to five full days of solid 
gaming over a two-week period. But their 
commitment paid off. Na’Vi defeated 
Chinese team EHOME ina best-of-three 
final series. The losers took home a prize of 
just $250,000. But even with Gabe Newell's 
autograph promising untold wealth, Na’ Vi 


Na’Vi’s Dendi fires his team 
towards victory in Dota 2. 


aren't focused on the money, says Xeo 
(Andrew Yatsenko). ^Our objective is to 
build the best e-sports team in the world. 
That may sound very naive, but we really do 
not chase for our financial interests. I mean 
that we provide our teams with everything 
they need to prove their real skill and we are 
happy when they do it. 

“Did we believe in Na’Vi Dota winning 
The International? Of course we did. Our 
team are awesome and we are really happy to 
have these guys in our roster. Natus Vincere 
needs champions, not mercenaries." 

But will the team be spending their prize 
money on awesome things? Dendi has the 
cutest idea: ^We didn't get the money yet, 
so I think it's too early to talk about it. [am 
definitely going to buy some ice-cream.” 

He didn't elaborate if it was several 
inexpensive ice-creams, or one massive, 
super-expensive ice-cream. Puppey hasa 
more rock and roll attitude to his upcoming 
spending spree: “I will buy $10,000 worth 
of stuff, including a new seven-string 
guitar. Also a new apartment. The rest 
will go into investments.” 

But even with the money funding dessert- 
fuelled benders, the team see the winning 
of the tournament as the prize, rather than 
the money itself. ArtStyle says: “It feels 
just awesome; it feels like you've conquered 
the world. I mean, you have been playing 
this game for eight years and you won that 
tournament. You had many defeats but 
winning a tournament like that and a title 
like that is justincomparable.”s 
CraigPearson 


isis. 


capturing control 


Under nies 


Dominion mode transforms League of Legends 


D ominion, League of Legends’ new 
game mode, ditches all che 
convoluted, unintuitive 
mechanics found in the old DotA-style 
maps, trading them in for fast-paced 
control-point combat. 

The objective is simple: control more 
points than the opposing team and you 
slowly erode their score down from 500. 
The first to hit zero loses. There's no fog 
of war on the large, circular path that 
houses all five capture points, so you can 
always see every point, and mostenemy 
champions, at all times. 

"There's no boring beginning phase, 
either. You start each match at level 
three, with enough gold to buy a 
powerful item, and immediately charge 
into an epic team-fight as both sides 
scramble to capture the neutral points. 
Gold and XP come in at roughly double 
the pace of Summoner's Rift, meaning 
that you're already buying top-tier items 
and casting max-level abilities by the 
15-minute mark. 

You're always fighting, always moving, 
always strategising — everything about 


ula 
Dominion matches will =a% 
be close to the end. 


the map is designed to destabilise 
control, so that things never slow down. 
The mapis designed this way because the 
dev team hated how early versions of the 
map would foster non-fights where one 
team picked three points and simply sat 
on them all game long. 

What's the biggest change made in 
Dominion? Lead designer Tom Cadwell 
told us, *It's the penalty for dying: you 
don't necessarily cost your team the 
match if you die a bunch." 

Dying still grants gold and XP to 
enemy champs who claim your head, but 
the amount is minuscule, and the time it 
takes for you to respawn negligible. This 
creates closer matches than League of 
Legend's standard mode where just a few 
kills can give a huge advantage. “You can 
always come back to win a game in 
Dominion, no matter how far you're 
behind." Cadwell told us. 

"The MOBA genre has been a walled 
garden for a long time. Dominion finally 
opens itup to new players, who've long 
been ostracised for trying to learn.m 
Josh Augustine 


oe 
Huge scraps 
are encouraged. 3 


L 


BATTLEFIELD 1443 


MIINA WAR OF THE ROSES 
STARTS A MULTIPLAYER MELEE 


War of the Roses is ateam-based medieval 
melee game from the developers of Lead 
and Gold (PCG 214, 80%), recreating the bloody 
war of the Lancasters andthe Yorks. Teams will 
meet for third-person melees, wielding swords, 
warhammers, poleaxes or ranged weapons such 
as bows andearly guns. Combatis a mixture of Die 
by the Sword’s mouse swings and é 
A 


Mount & Blade's huge 
multiplayer stramashes. The 
fields of Stafford will be awash 
with the blood of horses, cleaved to 
death with two-handed swords. 
There’s more at bit ly/nfb4RB.CP 


HOT DAMN-ENSIONS 


4 FLUFF UP THE WORLD IN 
QUANTL TUM CONUNDRUM 


» Portal developer Kim Swift's first game after 
leaving Valve for Airtight Gamesis acute 
first-person puzzler where you switch dimensions. 
The dimensions include ‘fluffy’ and ‘slow-mo’ 
equivalents of the real world, enabling the player 
tobypass thesecurity systems of Professor Fitz 
Quadwrangle’s mansion. The game's 
Inter-Dimensional Shift Device can 
make heavy objects light as a feather 
topick up andtoss, then heavy 
enough tobreak glass when 
needed. It’s very Portalish, but 
given howlong Valve will take to 
makePortal 3, that’s a good thing. 
See howsimilar itis at bit.ly/ns2/sw.CP 


SAY WHAT? 


THE MONTH IN TONGUES 


"Sincethe ZeniMax acquisition, 


its been great. dont even have 
to pretend tobean executive 
anymore. I dont have to go to 
board meetings. I dont have to 
doanything!I can just sitin my 
office and work.’ 

John Carmack, technical director, id Software 


‘Tf you make an XBLA game, the 


amount of bullshit that adds is 
gigantic.It can take a third to a 
half ofthe effort required to 
build your game, in some 
cases, and I dont think that 


they understand that.” 
Jon Blow, Braid developer, on gettinga game 
certified for XboxLive 


“Can PC Gamer stop team- 


killing, please?” 
UnknownRed Orchestra 2 player, duringa 
recentclosed-betamatch 
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LET'S HAVEAMASS DEBATE 


FACE OFF 


CP: Team Fortress 2 started out as a Dean Cornwell, J C 
Leyendecker and Norman Rockwell inspired team- 
based shooter. Its classic, cartoony look was so carefully 
constructed that Valve’s own modding instructions urge 
people to keep to it. Now it’s an advertising platform for 
other games, full of lasers. 


"n 


~ 


Craig Pearson 
appreciates the fine 
aesthetics of vanilla 
Team Fortress 2. RM: Yeah, because you don’t shoot people any more, you 
just get points for running up to them and convincing 
them to pre-order games. SARCASM ROUTINE 
COMPLETE. Team Fortress 2is still a multiplayer 
shooter — the only thing that’s changed is a wider pool of 
toys to choose from. And are you seriously complaining 
about lasers in a '50s-influenced game? The 1950s 
invented lasers. 


NS 


"E 
r : 


CP: That's not the only thing that's changed. Someone’s 
taken a carefully constructed universe, ripped the nappy 
offa marketer and smeared their marketing poo all over 
it. It’s an invasion from multiple universes, tainting my 
Tee Eff Too with the stinky whiff of sulphur (from R7f?). 
Yes the ’50s invented lasers, but these aren't 50s inspired 
weapons Valve are adding. Apart from that ’50s sci-fi 
weapons pack. The most recent Deus Ex guns couldn't 
be further from 7 F2's origins. And wraparound shades? 


Rich McCormick is 
an easily distracted, 
excitable child thing 
who loves lasers. 


RM: Is that your issue? Visual incongruity? I think 
youre just upset you haven’t got as many hats as me. You 
never see other players’ eyes anyway, you're too busy 
stabbing them in the back like a dirty sneak— why do you 
care what they're wearing? If you're so set on keeping 
some depressingly down-to-earth aesthetic, just outfit 
your characters with standard weapons. No one's 
standing over you, lugermorph/Deus Ex 
shotgun/Rift axe to your head, forcing you 

to use any of these extra unlocks. 


The debate 
isover 


Are promotional unlocks 
ruining Team Fortress 2? 


SET 


YES |n playing Team Fortress 2, not bloody 
Deus Shogun Vegas Scrolls: The Gathering. 


NO Choice and freedom arent ruining 
anything. Moaning players are. 


RM: Ignore the visuals fora moment: on a purely 
mechanical scale, Valve's effort in introducing a raft of 
new weapons and items and having almost all of them 
used by someone out there in TF2-land means they've 
managed to keep the game essentially balanced. That’s 
an amazing feat. They’ve turned one class into two or 
three. Do you really want to get rid of the demo-knight? 
The battle sniper? TF2 works as a place of 
experimentation because it’s got a vibrant community. 
Letitstagnate and they'll go somewhere else. 


CP: You can't separate the look from the balance: if T 
could, I'd be playing the game on Valve's orange design 
squares using Half-Life 2 civilians. I’m playing TF2 
because it's 7 F2, not because I want to see Total War's 
headgear, or Quake's rocket launcher. I am invested in 
the look and the universe. At this point it just feels like 
it's some giant Katamari, rolling around the games 
industry, scooping up everything they touch. If I end up 
with a melee dildo in my game because of Saints Row 3, 
I'm going to be pissed. 


RM: It won't be a melee dildo. It'll be a dildo hat. 


CP: I... what... No. NO. Don't give them ideas. If I ever 
join a server with purple phalluses flopping all over the 
place atop the heads of Heavies, I’m uninstalling TF2. 
The Towering Pillar of Hats already messes with my 
headshot aim. This isn’t what J C Leyendecker had in 
mind when he sat down in the 1920s and sketched out 
Team Fortress 2’s design doc. And he didn’t want instant 
respawn either, server owners! 


RM: If all this glorious freedom offends you so 
much, why don't you just play on a vanilla 
server, you goddamn commie? Competitive 


Butwhopooshed ^ TF»?isthishatless wonderland you seem to 


CP: It already had cardboard cutouts of 
cows, oversized bombs and giant, fleshy 
Russians. It was never depressingly down- 
to-earth, but it was coherent. Now it's been 
abused by experimentation, turned into a circus 

of confusing, intrusive weapons and hats. I care 

what they're wearing because, of all the games I’ve 
played, TF2 did more to create a sense of place than 
almost any other. It told a story with its look and its 
environments, and now that look has been tossed aside 
like the limp body ofa stabbed Scout. 
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leetle kart furthest? 
Comment at www, 
pcgamer.com/ 
forum 


crave so badly, a place where form and 
function come above fun, like Ikea. People 
complaining about promotional items are 
the worst kind of complainers: they have the 
option to ignore the additions themselves, but 
they can’t rest until everyone else is having the same 

bland experience they are. Anyway, you say you hate 
hats? Do you hate the PC Gamer promotional hat we’re 
giving away with this very magazine too? 


CP:I LOVE HATS! 


ALIENWARE® | ALL POWERFUL 


3D-capable? HD display. 
Surround sound audio 


Combine all that with 2nd Generation 
Intel? Core" i7 Processors and you've got an arsenal 
of technology to give you the edge in gaming. 


OWN THE M17X. OWN YOUR OPPONENTS. 


From HD to 3D, this 
processor can handle it. 
Top-of-the-line 
performance you can 
both see and feel. 

The 2nd generation 
Intel? Core" i7 processor. 
Visibly smart 


s Glasses are required to view 3D content performance at its best, 


* NVIDIA 3D vision glasses sold separately 


Own it at www.alienware.co.uk 


| 


» s 
13D capability requires optional 120Hz w/3D Bundle Wide FHD WLED LCD display and NVIDIA® gpu and NVIDIA graphics card. Dell Products, c/o PO. Box 69, Bracknell, V | S i b | 
Berkshire RG12 1RD, United Kingdom. Subject to availability. Prices and specifications may change without notice. Delivery charge is £20 Incl. VAT per system (unless 
otherwise stated). Consumers are entitled to cancel orders within 7 working days beginning the day after the date of delivery; Dell collection charge is £23 Incl 
VAT for system purchases and £11.50 Incl. VAT for accessory purchases. Terms and Conditions of Sales, Service and Finance apply and are available from www.dell. S m a rt 
co.uk. If you wish not to receive further marketing material via fax or direct mail please inform us via email: delluk@clientmaiLeu.com; post: Dell - Suppressions. PO 
Box 59, RO SS ON WYE, HR9 7ZS, United Kingdom; or fax: 0800 3283071. Delivery charges range from £5.75 to £14.95 incl. VAT (20%) per item for items purchased 
without a system. Dell's general Terms and Conditions of sale apply and are available on www.dell.co.uk Dell Services do not affect customer's statutory rights. They 
are subject to Terms and Conditions which can be found at www.dell.co.uk/consumerservices/termsandconditions. Celeron, Celeron Inside, Core Inside, Intel, Intel 
al Atom, Intel Atom Inside, Intel Core, Intel. Inside, Intel Inside Logo, Intel vPro, Itanium, Itanium Inside, Pentium, Pentium Inside, vPro Inside, Xeon, and Xeon new 
are trademarks of Inte! Corperation in the U.S. and/or other countries. * Intel® Hyper-Threading Technology (Intel® HT Technology) requires a computer system 
8 processor supporting Intel® HT Technology and an Intel® HT Technologyenabled chipset, BIOS, and operating system. Performance will vary depending on 
ic hardware and software you use. intel? Hyper-Threading Technology is not available on the Intel® Core" i5-750 processor. For more information including 
ils on which processors support Intel® HT Technology. see www.intel.com/technology/platform-technology/hyper-threading/. 
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Ten things we ' 


seein Left 4Dead 3 


We love the Left 4 Dead games, but we dont think they're perfect. Valve, 
here's how to make your next co-op zombie murder sim even better. 


o Valve, come here a 
minute. Yes, your Left 4 
Dead games are 
pinnacles of cooperative 
fun, yes you've been at 
the forefront ofa zombie resurgence 
in the media, yes you're a 
developer with some of the 
world's best games under 
your imaginary belt. But 
shutup a second and 
listen, because we've got 
some ideas that'll make Left 4 
Dead 3 even better. Read this 
list, Mr Newell, and send our 
consultancy fee to the address 
at the front of the mag. 


4 An open world 
at. The single biggest fantasy for 
zombie fans? Surviving the infection 

ina wide open world. Shooters can do 
open landscapes and cityscapes - you 
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only have to look at what the Stalker 
and Fallout games have achieved to 
see how much fun survival mixed 
with exploration can be. So our first 
wish for a new Left 4 Dead game? To 
replace Left 4 Dead's zombie-lined 


corridors with expansive countryside. 


Build the place, let the AI Director 
place waypoints to determine where 
we need to get to, and drop us in. 
Then set zombies on us. 
Probability: 100/1 


Full zombie 
deformation 

A zombie’s rotting flesh means they 
don’t possess the firmest of skins, 
sure, but Left 4 Dead's sprinting 
Infected feel as solid as a wet 
paper towel. Bullets slip through 
them like a finger into jam, and the 
guns you fire never feel powerful or 
damaging. Any future Left 4 Dead 


needs to make those guns louder, 
make them rattle the screen, and 
generally do whatever it takes to 
make them feel kinetic. Then, make 
the zombies explode under the 
impact. Arms and legs will fall off in 
L4D2, but they need to fly off. It 
needs to feel violent. 

Probability: 2/1 


"Infected of 

»J varying speed 

Left 4 Dead’s zombies run, then die. 
"That's a shame, as zombie lore allows 
for both sprinters and shamblers. 
The only reason the game restricts us 
to sprinting zombies is that it only 
attempts to draw 30 Infected ata 
time. Because they’re running so fast, 
you don't get a chance to count them. 
Ifthey shuffled, the Source engine 
would be forced to draw many, many 
more Infected to put us in any 


danger. So let's do that. It's 2011 
already. Our PCs can handle it. 
Probability: 10/1 


A Meaty melee 
“a Weapons 
Left 4 Dead 2 introduced a hearty 
collection of bashing implements 
with which to cave-in the heads of 
our enemies, but none of them felt 
particularly satisfying to use. It’s a 
problem a lot of games have: your axe, 
snooker cue or katana never quite 
connects with the enemy it is swung at. 
So we want two things. The first is 
the ability to make and customise still 
more melee weapons. Let us use a 
table leg, let us wrap that table leg in 
barbed wire, and let us throw it away 
in favour ofa particularly smelly 
toilet plunger should we feel like it. 
Then, improve the moment where 
melee swing meets animated corpse. 
Games such as Condemned let us see 
and feel the thock of cricket bat against 
mouldy flesh — we want to feel itin 
Left 4 Dead too. 
Probability: 3/1 


= Barricade buildings 

m Valve invented physics with the 
Source engine prior to that we were 
all just blobs of energy floating in a 
formless void. But future Left 4 Deads 
need to make better use of this gift, 
and enable us to block zombie 
entrances with barricades. 

Previous games in the series have 
given us time to prepare for a zombie 
assault. Imagine you could block off 
one of their attack routes with boxes, 
barrels and debris. It would let you 
and your chums concentrate on 
working together — first to build a 
teetering tower of anti-zombie 
rubbish, then to pour your fire on the 
remaining entrance points. Add the 
tension of micromanaging a 
barricade that could collapse any 
second, and you've got a strong 
addition to the L4D formula. 
Probability: 5/2 


A Truly dangerous 

J special zombies 

Do you remember the first time you 
saw the Witch? You were nervous, 
tiptoeing around her, and when one 
of your friends triggered her attack, 
you giggled like a maniac from the 
panic. Do you remember the third 
time you saw the Witch? There’s a 
good chance you ran up to her and 
shot her at point-blank range with 
machineguns, then skipped away. 
The same is true of all the other 
special Infected: they start scary, but 
quickly their power is gone. That 
feeling of fear needs to be brought 
back, with stronger, more 
challenging Infected. 

Probability: 5/4 


7 Multiple survivor 

# groups 

The only thing that spurs people on 
more than fleeing for their lives is 
fleeing for their lives better than a 
whole load of other, slower chumps. 
If Left 4 Dead is going to pepper its 
world with other survivors, why not 
let some of them band together? Even 
better, why not let another four 
players take control of them, and play 
on the same server for a spell? Groups 
could interweave throughout the 
campaign, racing against each other 
to reach the juiciest weapons, and 
standing together in hotspots, eight 
people to beat back the horde. 
Probability: 7/1 


Q Perks and character 
customisation 

Left 4 Dead is a cooperative 
experience, and that’s great, but it's 
also a multiplayer experience that 
isn’t as replayable as other, pure 
multiplayer games. Character 
customisation and perks are one way 
to fix that. Attach a sense of 
progression to the action and we'll 
gladly play through fights a second 
time, working hard against the 
undead to earn a new ability, a way to 


YOUSUGGEST 


Longrangehead- 
shots should go 
slow-mo. 
@iTimoleague- 
Duck 


Customisable 
players, persistent 
levelling, 
randomly 
generated levels, 
slow zombies. 
Yeah, | went there. 
Slow. 

@Notch 
l'dsetitina 
different part of 
the world. Maybe 
aL4DUK. 
@CMDBawb 
Flying special 
Infected wouldbe 
cool. 
@XWedgeX 


Makeyourown 
weapons.!wanta 
chainsaw 
machete 
machinegun pipe. 
@Unitlost 
gaming 
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use our favourite weapon, or anew 
hat for Coach. Especially a new hat 
for Coach. Let us earn the right to 
show a little of our own personality . 


Probability: 11/10 


Q More, specialised 

a2 characters 

Talking of personality, were it not for 
Louis's debilitating pill addiction or 
Ellis’s constant narration, you'd be 
hard pushed to identify any character 
in the game at all. Giving each a 
specialisation would go a long way to 
remedying that. Coach can only use 
melee weapons because he's scared of 
guns. Nick found a flamethrower 
behind some bins and won't give it 
up. Character-specific weapons 
would increase squabbling, so Valve 
should also widen the character pool 
to a healthy eight. A Francis with an 
M60 but no close-range weapon, or a 
sniper Rochelle, would encourage 
teamwork as you and your chums 
figured out how best to interact. 
Probability: 15,000/1 

1( Remove 

i uninfected NPCs 
Left 4 Dead's fantasy is impeccably 
maintained, rightup to the moment 
when a talking door asks you to fetch 
some fizzy drink. It's notso much 
that there are other humans in this 
world that ruins it, but that they're so 
poorly presented. If you can't include 
non-player survivors in the world in a 
way that makes sense, with a 
compelling excuse for why we can't 
just shoot them in the face, then don't 
have them at all. 

Probability: 14/1m 
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The Spy met the 
man who knew just 
enough. 


BUT WHO WATCHES THE SPY? 


he Spy has never felta tremor 
in hislife, thanks to his 
Dewobble shoes. “The world 
may quake, but you'll never shake’, the trailing banner 
behind the biplane read at the Shanghai airshow. The 
only advertising that ever works on The Spy is sky-based 
and dragged behind airplanes. 

The shoes defeat all natural and man-made seismic 
utterances, using a gimballed set of springs to counteract 
the Earth's occasional attempts to shake humanity off its 
surface. They're an appropriate defence against Ubisoft 
Shanghai's security measures: the developers have set a 
series of powerful motors in the ground that shake 
whenever anyone not in their database-of-approved- 
weights wanders near. It's to keep undesirable people 
away, but from what? The Spy strolled 
confidently into Ubi's offices, setting offa Á É 
small seismic event, to hunt down their 
secretive survival game, I am Alive. 
"They've been silent about it for a long 
time, but it's aboutto break ground. 

Set in Chicago after an earthquake, this 
is a third-person action game from what 
the Spy's seen, viewed in an over-the- 
shoulder Splinter Cell angle and influenced 
by Tomb Raider’s slow, deliberate climbing 
bits, rather than Assassin's Creed's free- 
running. You'rea lone survivor, wandering 
through wrecked Chicago. The crumbling buildings 
provide ample opportunity for climbing puzzles, 
although there is also some gunplay for those looking to 
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pluck rations from survivors. Like From Dust, it’s likely 
itll bea download-only game. 

Also shaken loose from the walls in what’s now being 
called “The smallest, most localised earthquake ever’ 
was a document alluding to ‘project Osborn’. Ubi are 
making a game where a descendant of George 
Washington launches a series of guerrilla terrorist 
attacks on the US. We'll play Osborn. It sounds to The 
Spy like the sort of game Ubisoft like to preface with 
‘Tom Clancy's name. And slap silly with DRM as well. 

The Spy left his boots on for a jaunt over to San 
Francisco, just in case some fault lines wanted to slip and 
slide over each other in a sexy, seismic massage. He was 
on the trail ofsomething new LucasArts are working 
on. They’re recruiting for an open-world RPG, which is 
an unusual genre for them to delve into. Is ita new IP? Is 
it based on their astonishing franchises (you know: 
Indiana Jones, Star Wars, Ed the Duck). The wildly 
speculative part of The Spy’s brain kept reminding him 
that Far Cry 2’s creative director Clint Hocking now 
works for LucasArts, and that this seems happily within 


| his purview — but LucasArts were locked up tight. 


The Spy suggests 
they reboot Duke 
out of a cargo piane 


"There's something different being made there, though. 

But not at Gearbox. The Spy flicked the Alt Mode 
switch on his Dewobblers, steam shot out, all the energy 
that the boots absorbed was released, punching into the 
ground at regular intervals, launching The Spy from SF 
to Texas and the new home of Duke. Gearbox are 

‘Rebooting’ Duke Nukem, the game they bought and 
rescued from not being released after the collapse of its 
original developers. The Spy suggests they reboot it out 
ofa cargo plane at high altitude, given how poor the 
shooter was. Gearbox were allegedly working on a 
reboot called “Duke Begins’ before the collapse of the 
aforesaid developers, so it's likely to be the resurrection 
of that project. Incidentally, the Spy understands that 
Gearbox really just stitched together the bits of broken 
game that they collected, so Duke Nukem Forever really 
wasn't their game. Given the quality Gearbox can 
produce, Duke Begins might yet be a good game. 

The Spy's final jaunt needed a bit of a boost to turn 
the boots' power up. After a tap-dancing trampoline 
session, The Spy topped it off with bull run. By then 

the energy was squealing out of the pistons, waiting 

to be applied. The Spy launched himself from Texas 
to San Diego, breaking through the office wall of 
Call of Duty: Black Ops developers Treyarch. 
Appropriately enough, given the linear, bombastic 
games that they make, The Spy screamed through 
one wall and out the other, leaving a burning 
scrape the length of their offices. 
This ballistic assault was not subtle, but it did 
give up one bit of information: they’re hiring for 
people to work on the ninth Call of Duty game 
already. Expectit to arrive November of next 
year, bursting at the seams with set-pieces and 
loud bangs. Spy out. m 
The Spy 
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BATTLEFIELD 4 
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(Gà 201 Electronic Arts Inc. Battlefisld 3; Frostbite and the DICE lago are trademarks of EA Digital Illusions CE 
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BATTLEFIELD.COM/UK 


INCOMING 
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IPPED! 


Spec Ops: TheLine 
The Dubai-set SWAT 
game isn't coming 
out this year. You'll 
have to looks 
elsewhere for a 
sandy shooter. 
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THE YEAR AHEAD 


RAGE 


The first new id game in years 
is almost here. This radical 
departure from their shooter 
template introduces an open 
world, RPG-like missions and 
vehicles. Its looks like strong, 
stupid fun. 


Release OCTOBER 7 


BATMAN 

ARKHAM CITY 

The Batman game that we 
want AND need. An open 
world, where we're scrabbling 
over the neo-gothic city, 
punching the criminally 
insane. And it has Catwoman. 


BATTLEFIELD 3 


If the Modern Warfare 3 team 
are ever going to up their 
game, they should probably 
start now. This looks amazing: 
64-person multiplayer, co-op, 
fully destructible buildings, 
and glorious stat-tracking. 


MODERN WARFARE 3 


Yeah, we're talking about you, 
Modern Warfare 3. With your 
multiple stories, expansive 
multiplayer choices and 
stat-tracking systems. Scared 
yet? Hmm, actually maybe 
you both can exist together? 


THE ELDER SCROLLS V 
SKYRIM 


Fight a bear with an ethereal 
bow, down a dragon with a 
sword. Go anywhere. Skyrim is 
looking like a wonderful RPG 
romp through the chilly 
northlands of Tamriel. 


Release NOVEMBER TI 


DeusEx: Human 
Revolution 

Fight your way through 
the beginning of the 
conspiracy. Wonderful 


reimagining of a classic. 


PAYDAY: THE HEIST 


A cooperative robbery game 
where you plan and execute a 
raid on a bank. The Left 4 Dead 
parallels are strong in this one 
asyou blast through the 
cathedrals of money, fighting 
off the police. 


THE DARKNESS 2 


You're a mafia hitman with 
added tentacles that allow 
you to quad-wield. Guns and 
grabbing twist the shooter 
template into a ridiculous, 
bloody fight through the 
criminal underworld. 


Release FEBRUARY 


KINGDOMS OF 
AMALUR: RECKONING 


An open-world RPG from the 
lead designer of Morrowind 
and Oblivion. You start the 
game as a body in a pile of 
corpses and work towards 
your destiny. 


Release FEBRUARY 


ALIENS 
COLONIAL MARINES 


That beep. Those muted gun 
noises. The hiss of the 
xenomorph. Gearbox's 
four-player Aliens game is 
capturing the spirit of the 
movie in a shooter. 


MASS EFFECT 3 


The multiple choice space 
RPG, where all your responses 
are a different level of 
grumpiness. The real choice is, 
do you choose bland 
ManShep, or brilliant, 
nuanced FemShep? 


Release MARCH MI 


A Dead Island 

a FOUI- -player zombie 

4 smashing ona tropical 
island. Left 4 Dead the 
RPG, with gruesome 
meat splats. 


MONTHS AWAY MONTHS AWAY PISTES AWAY 


BIOSHOCK INFINITE 


Acity in the clouds, ripped 
apart by political factions 
struggling for control. It's an 
exciting-looking shooter, but 
it’s also a game that explores 
xenophobia and its political 
and moral implications. 


DOTA2 


This is Valve’s take on Defence 
of the Ancients. The 
team-based action RTS has 
so far consumed 800 hours of 
Gabe Newell's playtime, and 
given us plenty to write about 
on page 76. 


THE SECRET WORLD 


A modern MMO where all the 
conspiracies ever are real. 
Real world locations mingle 
with the fantastic: vampires, 
the New World Order, the 
Knights Templar. Pick aside 
and start conspiring. 


Release 2012 


STARCRAFT II 
HEART OF THE SWARM 


The middle of the StarCraft II 
trilogy, focusing on Queen 
Kerrigan and the evolution 
of the Zergs. Nothing yet is 
known about the multiplayer 
side of things, however. 


DIABLO III 


The more we hear about it, 
the sillier it gets: Blizzard's 
long-awaited action RPG is 
always online and allows you 
to sell your items for real 
world money in an in-game 
auction house. 


Release 2012 


Limbo 

Aquiet, terrifying platform 
game whereyou’rea lost 
little boy searching for his 
sister. Has the scariest 
spiders, ever. 
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Inspiring Innovation » Persistent Perfection 


Taking Graphics Further 


with ASUS Super Alloy Power 
Graphics Cards 


A DirectX®11 graphics card technology continues to evolve and mature, we are getting even more efficient 
and better performing models from AMD. The latest batch includes the Radeon HD6970 and Radeon HD6950 series 
a design to which ASUS has added major improvements that Overclockers and heavy gamers should really look forward to. 


For starters, these new cards feature exclusive ASUS DirectCU II cooling architecture to speed up heat dissipation 
with copper heat pipes in direct contact with the GPU core. This leads to more headroom for stable overclocking. 


Nevertheless, the biggest innovation is Super Alloy Power Technology. It applies ASUS exclusive alloy formula that 

is highly-magnetic, heat-resistant and anti-corrosive to reduce power loss, enhance durability and achieve cooler operation. 
This new technology also signifies a major accomplishment of ASUS' commitment to persistently innovate and overcome 
the challenging production process under extreme pressure and temperatures. 


Unlike traditional chokes with a hollow casing, ASUS Super Alloy 
Chokes are compacted with special alloy to form a concrete core, 
leading to silent operation, reduced power loss and a 35°C 

lower temperature*. 


Super Alloy Capacitor increases the card's lifespan to 150,000 hours 
which is 2.5 times longer* than traditional capacitors. 


AMD 


RFHIDEUN 


60,000 
GRAPHICS 


Traditional capacitor Super Alloy Capacitor 


ASUS EAH6950 DCII/2DIAS/1GD5 ASUS EAH6950 DCII/2DI4S/2GD5 ASUS EAH6970 DCII/2DI4S/2GD5 


EN 
* 


*Subject to system configuration and prevailling usage. Result may vary. 
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THE BIG QUIZ 


How well do you know 
your Elder Scrolls? 


Prove your readiness to be the new hero of Skyrim 


9 The original Elder Scrolls, 

2 Arena, wasn't planned as an 
RPG. What kind of game was it 
going to be? 


# Which is the only PC-based 
Elder Scrolls game not to be 
named after a specific place? 


Picture round! Who is the 
Í odd man out? 
V] How many times the size of 
Great Britain was the world 
map in Daggerfall? 


As Sheogorath is to Madness, 
Í Clavicus Vile is to... 


Fi Whatconnects Dark Age of 
Camelot, Morrowind, Fallout: 
New Vegas and Sid Meier's 
Civilization IV? 


2 How many novels based on 77e 
Elder Scrolls were released 
before September 2011? 


9 On whatisland was Morrowind 
actually set? 


g How do you start every game in 
the main Elder Scrolls series? 


E What two words best describe 
iul the inclusion of giant frost 
spiders in the land of Skyrim? 


Whatis the current fastest time 
in which speed-runners have 


finished Oblivion? 


99 Rank these armour types in 
order of quality: Dwarven, 
Glass, Ebony, Mithril, Steel. Hint: 
it’s probably not that order. 


HOW DID YOU DO? 


RATE YOUR ELDER SCROLLS SCORE HERE 


0-5 6-10 
Eternal Hero of 
Champion Y Daggerfall 


ee WS 


i ) Nerevarine 


& 


PY How should you feel if you even 
zi considered buying Oblivion’s 
much-mocked Horse Armor DLC? 


Which of these are not playable 

races in the Elder Scrolls 
games: Bosmer, Dunmer, Khajit, 
Charr, Briton, Dwemer? 


= Which celebrity actor voiced 
Izd doomed Oblivion’s King Uriel 
Septim VII? 


E9 What is the Grey Fox's 
m= secret identity? 


E What originally caused 
l Oblivion to be re-rated in the 
wake of the Hot Coffee scandal? 


EPI Why was this particularly 
l ironic for the series? 


ed How much would buying 
Bind Oblivion's much-mocked Horse 
Armor DLC cost you today? (In 


dollars.) 


W Skyrim is officially The Elder 
miu Scrolls V—but how many Elder 
Scrolls games have there been in 
total, including spin-offs? 


16-19 20 
Champion of Dovahkiin 
Cydrodiil 
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nLive’s launch in the 
US on 17th June, 2010 
was the culmination 
of ten years of research 
for company founder 
and CEO Steve Perlman. The result 
was a streaming service that enabled 
people to play games by wire: instead 
ofan isolated model, where players 
install a game to their hard drive 
and play it from there, OnLive’s 
games are launched and played at 
one of the company’s advanced data 
centres. The audio and video are then 
transmitted through the web. 

After a successful year in the States, 
September 22 will see the launch of 
OnLive in the UK. However, che US 
is a glorious nation where every home 
has more broadband than an entire 
family could eat and passing squirrels 
are outfitted with flawless Wi-Fi 
connections. How will a service that 
recommends a minimum of a 2MB 
connection fare in our fair isles? 

Perlman says: “It’s funny: there's 
perception and then there's reality. 
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"The connection performance we've 
measured in the UK on average is 
better than the average connection 
performance in the States. The 
US internet is an interconnection 
of many different companies; the 
UK has a planned backbone, giving 
uniform connectivity." 

However, anyone with chronic 
internet crap-outs will find OnLive 
hard to depend on. “If you're having 


“I think you're going 
to see closer and 
closer ties between 
OnLive and the PC" 


problems with video, OnLive's not 
going to run that great either." 

But those ten years of research 
weren't spent twiddling thumbs. 
Perlman and his team have used that 
time to trim and squeeze the stream 
that the servers kick out, meaning a 
game played through OnLive will 


onuvive 


OnLive is on and live 


The streaming games service launches in the UK. How does it shape up? 


run smoother than buffering video. 
"You may be suffering from packet 
loss or some other connection issue: 
OnLive does well with that. We had 
to design it to be tolerant of things 
like people sharing a connection." 


Tune in, drop out 

What about players who drop their 
connection mid-game? “OnLive 
will hold your game in its state — it 
actually freezes right on the frame 
you're on for five minutes." 

If your connection plays dead for 
longer than five minutes, OnLive 
will instead put you back at your 
previous save point. That's not ideal 
for flaky internetters, but it's better 
than the complete loss ofa session. 

More interestingly, players who've 
losta connection on a PC could hop 
onto an iPad, Mac or even a dedicated 
OnLive box and resume the game 
from where it died — assuming they're 
on a different connection. 

Iasked Steve what would happen 
if every OnLive player decided 


ARENA PROFILE MARKETPLACE 

A showcase of the games Your profile, strangely. Who Where games are bought. 
being played. Click through you are, what you like and The UK pricing system is yet 
and choose a game to the kind of people you want ^ to be detailed. Also here is 


watch. You can voice chat 


with the player or rate them. beach with. 


SHOWCASE LAST PLAYED 


The sales page: a list of 

the games on offer. OnLive 
also hosts regular play 
sessions between the 
community and developers. 


to play the game's most system- 
hungry game at the same time. “It’s 
theoretically possible for us to get 
overloaded but it's never happened. 
You do see peaks, but we have such 
a wide cross-section of games and 
people often stick with genres they 
like. So we might see a drop in other 
first-person shooters on the launch of 
anew FPS anda rise in that game for 
a few days, before it begins to wane.” 
Those servers come in various 
flavours. The top end are used for the 
latest and greatest games; the bottom 
provide the basis for browsing 
OnLive's interfaces and watching 
other players via the Arena. 


Output issues 
At present, even with some of the 
world's most monstrous gaming PCs 
at their disposal, OnLive in the UK's 
maximum resolution output is 720p 
—a step below the 1080p or higher 
that a lot of us are used to. That's not 
the fault of your own PC, though, so 
much as the country's internet. 
OnLive's bottom end is near 
unlimited. “It needs Windows XP 
— Windows 95/98 we don’t support. 
When we launched, we did have a few 
extremely low-spec netbooks that it 
wouldn't work on. Now we have it 
running smoothly on all of those." 
Steve's also looking to expand 
the top end: OnLive will soon 
belowering their recommended 
connection to 1MB after tinkering 
with the stream. Steve’s also aiming 
to increase the resolution. They’ve 
already gota stable 1080p stream 


li 


to enjoy long walks on the 


This contains the last game 
you played, and is perfect 

if you've bought yourself 
the Play Pack and can't be 
bothered sifting through it. 


the Play Pack — games for a 
monthly $10 fee. 


MY GAMES 

Your games. This is where 
you go to launch your 

titles when you want to 
play them. Your list can be 
sorted by a range of criteria. 


BRAG CLIPS FRIENDS 
Hit a specific key while This houses your friends. 
playing OnLive and you'll It's the place to find your 


record the last ten seconds 
of your session. Perfect for 
capturing moments of skill. 


running behind closed doors, but the 
infrastructure' not yet ready for it. 
Most exciting is the potential for 
the future. ^We're working with 
game developers and film-makers on 
4,096x2,304 games. Now that needs 
alotof bandwidth: about 40-50M B 
per second. Itsounds outrageously 
high, but if you were to ask somebody 
in 2000, 2MB would have seemed 
outrageously high as well." 
Broadband speed increases have 
been outstripping hardware leaps. 
Is itSteve's intention that gamers 
drop their hard drives and installs in 
a few years and give way to the cloud? 
“T don't really see OnLive coming in 
and sweeping PCs away. Rather, I see 


(D Marketplace * Game 


Ww Shaun White Skateboarding 


OnLive promises to offer 
loads of game demos. 


multiplayer mates, or laugh 
at your chums’ inability to 
do things you already have. 


Play Modes: 
Controls: 
Released 
Publisher 
Developer 
Genres: 
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Brag Clips 
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Single Player, Multiplayer 


it as a significant augmentation of the 
experience. You're going to see closer 
and closer ties between them. 

"Even if we get to the point where 
PC hardware can't quite produce 
the level of realism we can do in the 
OnLive cloud, people will still install 
to their PC. They don't play on their 
PC just because they're looking for 
a certain level of visual realism: they 
wantto have control of their copy of 
the game and they want their mods." 

"Those PC-centric concepts are at 
the forefront of Steve's mind, starting 
with mods. ^We haven't done it yet 
but we're keen to take modded games 
and have those versions available, as 
wellas the normal version." 


Independence day 
OnLive also provides space for 
demos, and Steve wants to attract 
indie developers too. *OnLive isa 
dream for indie developers. It's too 
difficult for them to get into stores. 
Even with downloads, it's difficult 
through Xbox Live Arcade or PSN 
to downloada large game, and the 
audience for those is smaller. 

"Also, indie developers are 
counting on the games they have to 
be successful. Piracy can cripple that, 
but OnLive has zero ‘leakage’, so 
profits can go to the developers.” 

OnLive’s potential is dizzying, 
but hanging over it is our country’s 
lethargic telecommunications 
development. With superfast 
connections, cloud gaming can sprint 
ahead of traditional hardware. As itis, 
the product available in the UK is on 
a visual parity with console gaming. 

However, as Perlman and OnLive 
tighten the datastream, and as our 
magic information pipes get fatter, 
cloud gaming becomes a more 
enticing prospectfor the PC gamer. 
Rich McCormick 
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BT Infinity. Beat the competition with 
super responsive online gaming. 


Transform your world online with three times faster fibre optic broadband. Whether you're 
picking off the enemy from 40 yards, overtaking your opponent on the race track or 
winning the fight in an epic space battle, get the edge with super responsive BT Infinity. 


. Call 0800 500 236 or find out more at bt.com/infinity 


Speeds based on averages from Ofcom report 2011 & see Ofcom report for gaming data. Infinity requires BT line, minimum line speed & computer specifications. 
Limited coverage, check bt.com/infinity. Terms and conditions apply. 


Bringing it all together 


Our picks for the 


Golden Joysticks 


JA GAMESMASTER 


GOLDEN 


JOYSTICK 
AWARDS 


Vote for your favourite games of the year. Actually no, vote for ours. 


ig There’s a category for forthcoming 
il games. We're voting Skyrim. 


he gigantic annual gaming awards are 
coming up. The Golden Joysticks have been 
going since 1982, and they're decided by 

you. Us journalists can vote but, appallingly, 
we're not considered any more important 
than regular gamers. Clearly, we need to influence you to 
vote for the games we like in order to sway the results and 
corrupt the process. 

The last few winners have been worthy: last year it was 
Mass Effect 2, the year before Fallout 3. This year it’s not 
so easy: PC-exclusive juggernauts such as StarCraft II 
and Minecraft are up against console-only hits such as 
LA Noire and Halo Reach. 

We're not going to tell you what to vote for as the 
overall winner, but we do have some suggestions for the 
individual categories. Here's what we're voting for. 

Tom Francis 


AREER T = 


28 [eee Y 3:].com NOVEMBER 2011 


b 


ONE TO WATCH 


OURPICK: The Elder Scrolls v: Skyrim 


VOTE:bit.ly/JoyWatch 


atch’, in this case, isa euphemism 

for devouring every word about 

it, replaying every trailer six times 
andhumming the theme tune at work. Skyrim 
feels like aculmination of everything the Elder 
Scrolls games have been trying to achieve. 

|wasthejerk lucky enough to play it for this 

issue’s cover story, and the experience turned 
me from excited to outright hypernerdilating. 
Itsa proper leap forward from Oblivion. 
Whichever way you like to play, you'll find it 
reinvented in Skyrim. Magic now feels like a 
rawand terrifying force flowing through your 


hands. Combatis a freeform mix of whatever 
weapons you like, inserted into your enemies 
in horrible finishing moves. Stealth can be 
tweaked with dozens of perksto almost 
super-power levels, to the point that you can 
steal the armour off someone's back. And 
every combination you can imagine has some 
uniqueadvantage. 

The Elder Scrolls games haveneverreally 
beenrestricted by character classes, but 
Skyrim feels like the first time you really design 
one as you play, rather than ahead of time. 
Alternative: Hitman: Absolution 
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Co-op made Portal 2 more f 
than a straight seguel, | 


BEST ACTION ADVENTURE 


OURPICK: Portal2 
VOTE:bit.ly/JoyAct 


BEST FREE TO PLAY 


OUR PICK: Leagueof Legends 
VOTE:bit.ly/JoyFree 


ction/Adventure might have 

been astretch for Portal, but 

Portal 2 really does feel like one. 
The puzzle mechanics of opening holes 
inspace are blended with new ones, 
but they're also spread throughout 
ajourney that explores thestory and 
history of this demented test lab. 

Itturns out to bea larger and more 

fascinating place than the original game 
suggested, with asad, weird history 
andsome darksecrets. There are non- 


X XN 3h | — 
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GLaDOS characters! AlsoGLaDOS! 
Insingleplayer, if you're already 
comfortable with the original's 
demented perversions of space, Portal 
2won't break your brain. In co-op, it 
does. The two-player campaign is twice 
the length of the original Portal, and 
its puzzles have a level of brick-wall 
bafflement that wouldn't be funon 
your own. With a friend, though, brick 
walls are fun to tear down. 
Alternative: Amnesia: The Dark Descent 


Tom went to hell and back 
| in Minecraft. It was fun.) 


BEST DOWNLOADABLE 


OURPICK: Minecraft 
Vote: bit.ly/JoyDown 


efense of the Ancients was a 

game mode players invented for 

WarCraft 3, where each player 
controls one hero among streams of 
clashing Al-controlled soldiers. And 
without much attention fromthe 
mainstream games industry, it became 
absolutely huge. 

Everyone's waking up toit now. But 
as Valve and Blizzard lumberinto gear 
with their own takes on DotA, we're 
already happily playing a fullgame 


BEST STRATEGY 


OUR PICK: StarCraftll 
VOTE: bit.ly/JoyStrat 


that's developed and expanded on the 
concept, with hundreds of inventive and 
ridiculous charactertypes to play as. 
Thesmartthing about League of 
Legends asa free-to-play game, apart 
fromabbreviating toLoL,is that the 
things you can buydon'tgive youan 
unfairadvantage on the battlefield. 
You still get ganked, of course, but 
it'scomforting to know the guyis just 
legitimately better than you. 
Alternative: World of Tanks 


Mutalisks haunt Rich’s 
dreams. Vote for Mutalisks. 


inecraft is what's great about 
the PC. Anerdy, blocky, 
experimental indie game 
no publisher would have touched - 
untilit started making over a million 
pounds every fortnight. And despite 
itsspectacularsales, Minecraft has 
remained very indie, and very PC. 

It’s stillin beta, andthe regular 
updates are adding whole new 
dimensions, weirdnew mechanics, 
secret new items, and even changing 
the landscape of the game. It continues 
tobe ourfavourite downloadable 
gamebecauseit's built aroundplayer 


| a li 


creativity. We'veall had our own 
personal projects in Minecraftthat 
we'vetinkered away on, and they feel 
special to us ina way few premade 
game worlds manage. 

But even they are only part of it: not 
aweek goes by that ourjaws don't 
hang openat what people are creating 
onthe PC Gamerserverand outin the 
wild-spectacular cities, fantasy worlds, 
towering pixelart, incredible machines. 
Minecraft will stillbecool onother 
platforms, but I don’t thinkit’ll ever be 
quite like this. 

Alternative: Frozen Synapse 


ogamesince Team Fortress 2 

hasconsumed moreofthe PC 

Gameroffice'slunchtimesthan 
this. The single player campaign hasits 
moments, but the multiplayer is what 
makesit the best strategy game of the 
year- not just onPC, but anywhere. 

StarCraft 2 multiplayeris an entire 

culture, anindustryand a sport. And the 
pro-gaming community didn't accept 
itautomatically:it'shad to earn their 
respect by evolving through a clever 
series of balance tweaks. The resultis 
agamesodeep and complex that the 
wayit’s played onlineis still changing, 


as players discover new techniques and 
ways to counter them. 

But what made StarCraft2 catch 
onamongst PC Gamer more thanany 
other competitive RTS isthe superb 
matchmaking. Finding you a player of 
similar skill sounds likea trivial task, but 
it'sbeen mishandled so often that it 
was starting to seem impossible before 
StarCraft 2 showed up. However they 
didit, Blizzard's approach just works: 
anyone froma noob to amaster can 
getintoagamewith an appropriate 
opponent ina few minutes. 
Alternative: Dawn of War 2: Retribution 
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The sequel to the first MMOFPS becomes the second MMOFPS 


att Higby isn't surprised 
there aren't more massively 
multiplayer shooters out 
there. “They’re fucking hard 
to make." What surprises PlanetSide 2's 
creative director is the lack of attempts 
by other developers to emulate 2003's 
ultra-ambitious PlanetSide. “You talk 
to anyone who was a PlanetSide player, 
they'll go all misty eyed." 

Fellow ex-players, please join me in a 
spot of eye-misting. I played PlanetSide 
fora year after the game's launch, seeing 
the same potential in the game that Higby 
still eulogises today. “It’s an excellent 
team-based game, it has a lot of action 
and it's just cool being able to hold a 
tower with 50 people when 200 people 
are coming in to it. You can’t compare 

itto anything else." 


REA Except, now you can 


An ur 
READ ME 


PUBLISHER compare it to PlanetSide 
Sony Online — 2 Like the first game, 
Entertainment : : s 
PlanetSide 2issetin 
DEVELOPER à 
in-house. the midst a global war 
between three factions: 


LINK 
www.planetside2 


the freedom-loving 
.com 


New Conglomerate, the totalitarian 
Terran Republic and the alien-fancying 
Vanu Sovereignty. Each of the factions 
has access to a wealth of guns, gadgets 
and vehicles, used to wrest control of the 
continents of the planet Auraxis. From 
hundreds clashing over a base in the 
centre of the most contested continent, 
to five-man scraps over a tower out in 


“It’s just cool being able 
to hold a tower with 50 
people in it when 200 
people are coming in” 


the wilderness, all this will be familiar to 
players of the original PlanetSide. 

But for me, that PlanetSide, for all its 
glittering potential, never quite worked. 
Playing it in 2003, I wasn't just fighting off 
Matt’s 200 attackers from my tower, I was 
also fighting against two more powerful 
enemies: my lethargic computer and a 56k 
internet connection. 

Higby’s very conscious of the game’s 
context. “It sounds kind of arrogant, 


| but PlanetSide 1 was just ahead of its 


time. When it came out, there were only 
400,000 subscription gamers in the US. 
Plus, broadband adoption was low and a 
lot of players didn’t have hardware that 
could support the game.” 

Going back to the game now, it feels too 
old and too clunky to repackage and shove 
out of the door rebranded, but as Higby’s 
boss, SOE head John Smedley, confirms, 
the plan wasn’t to do a proper PlanetSide 
sequel: “The original idea was to make ita 
free-to-play version of the original game.” 

Thatscheme didn’t last long, though. 
As Smedley explains, “We fell in love with 
what we were making.” 

The result is a hard reboot of PlanetSide. 
Higby says: “PlanetSide 2 has the spirit of 
PlanetSide 1. It’s got the same locations, 
the same factions, in a lot of cases the 
same vehicles and the same weapons.” 

However, the team felt uncomfortable 
pushing outa carbon copy with some 
spruced up textures. They wanted to dig 
into the foundations of the game and yank 
out PlanetSide 1s problems at the root. 


| Primary among these was the shooting. 
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Staying away from the electric 
shield thing seems like a plan. 


E vou can customise your guns to ; 
TS deal out death just how you want it. 


“Our biggest change is the complete 
modernisation of the FPS mechanics,” 
says Higby. Firing a gun in PlanetSide 1 
felt as lethal as coughing gently on your 
target. The technology of the era forced 
each of your bullets to be subject to a 
hidden dice-roll mechanic: on your end, 
it could look like you'd pinged every shot 
into a foe’s eyeball, but if the game's fickle 
rules said you missed, you missed. That 
process has been stripped out. 

“Someone whois familiar with Modern 
Warfare or Battlefield will feel very 
comfortable playing PlanetSide. The 
way the weapons work in terms of kick, 
aiming, recoil and iron sights feels very 
modern, like other current shooters.” 

Asin Battlefield 3, hit judgement is split 
between server and client-side, meaning 
where you shoot will be where you hit. 
The game has a realistic ballistics model: 
“When you fire a weapon it takes time to 
hit the location. If you fire a sniper rifle 
from a distance, you'll have to aim your 
headshota little above your target." 

"That mental calibration won't always 
be the same, dependent on the rifle 


variant you use. PlanetSide 2 is big on 
customisation. Higby describes a few 
potential changes players can make 
to their loadouts. *You can unlock 
anything from transmissions for 
your tank thatallow you to go up 
hills faster, to squad leadership, a cool 
branch thatlets your squad respawn 
directly on you in the battle." 


"Someone familiar with 
Modern Warfare will 
feel very comfortable 
playing PlanetSide" 


Each weapon and vehicle has its own 
skill tree, with stages along itunlocked 
through experience. But branches aren't 
solid upgrades. Instead, they'll be variants 
of the base model — weaker armour 
making for a faster tank, or a larger clip 
at the expense of stopping power. Matt 
uses the Cycler assault rifle as his example, 
explaining how the Mk. 1,2, 3 and4 
versions vary slightly in characteristics, 
but that key to this concept of ‘sidegrades’ 
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F Must resist the temptation to shoot 
-himin the back of the head... sse 


is balance. “Ifyou’re accurate and want 

to be fighting people from longer range, 
you'll take the Mk. 3. It's balanced against 
other models — one that's more spray and 
pray, for example — so you're not getting 
an actual power advantage." 

Earning the experience points to 
unlock new toys is a matter of time. Higby 
describes the mechanic as being similar to 
EVE Online's: players can queue skills to 
train while they're not playing, but there's 
a bonus for those who can spend more 
time on Auraxis. ^The hardcore guy that's 
on for 12 hoursa day will train skills a bit 
faster. If you're actively playing, attacking 
and defending objectives, you get a small 
bonus to that offline skill system." 

"Those hardcore still won't geta definite 
boost to their power. Instead, they'll have 
a wider pool of vehicles and weapons 
to swim about in and kill people from. 
PlanetSide 1 only let you call up vehicles 
from dedicated stations and pilot them 
once you'd earned the certification, and 
that system looks likely to continue in the 
sequel. PlanetSide 2’s top end will be able 
to scoot into battle on aquadbike,hop > 
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Don’t shoot till you see 
© the whites of his eyes... 


Squatting is a big part of 


the modern soldier's life. “= _} 


off to climb into a tank, eviscerate enemy 
defences from behind and jet out ina 
fighter gunship. 

The game’s potential customisation 
makes that process even more exciting. 
Maybe a player's invested in a cloaking 
suit to let him wreak havoc behind enemy 
lines after he’s hopped off his quadbike. 
Maybe he’s outfitted his Reaver gunship 
with faster engines to whizz out of trouble 
before anti-air MAX suits — mini-mechs 
with men inside — lock their flak cannons 
on target. Or he could've given his Reaver 
extra firepower: instead of fleeing, he 
support his squad's push from the air with 
barrages of air-to-surface rockets. 

The glee of charting a Reaver gunship 
over scurrying humans below is one Matt 
Higby knows well. “We’ve been playing 
with a lot of the air mechanics so I’ve 
been playing air vehicles the most. Each 
of our fighters has its own skill tree that 
lets you customise it to be an air fighter, 
an air-to-ground fighter, a super fast 
reconnaissance craft, all from one plane.” 

Matt satisfies his aerial fixation with 
his other favourite class: the light assault 
jump-jetter. “He doesn't have a jetpack, 
but he can jump over walls; a counter for 


x 


snipers. You can jumpjet behind them and 
take them out with assault rifles.” 

Matt leans heavily on Modern Warfare 
and Battlefield as combat touchstones, 
but there’s space on Auraxis for people 
who've never before raised a gun in anger. 
“We’re an FPS first, but we have a lot of 
support roles. The Medic and Engineer 
are focused on healing and support. 

“Our mission system does two things 
really well. There's alot of people who 


“The light assault jump- 
jetter can get behind 
snipers and take them 
out with assault rifles" 


want to play an FPS. They just click 
their high-imperative attack mission or 
important defend mission and pop, off 
they go. But these objectives are created 
by players. If you're a commander, squad 
leader or even a guild leader, you can just 
place objectives in that mission system 
and people who aren't interested in any of 
that leadership stuff will complete them." 
PlanetSiders interested in leadership 
progress up the ranks of their guild - the 


| Maybe it's time to call in the tanks... J 


an. 


— = 


You can almost hear the! ^ 
2M" ‘dakka dakka boom!’ X 


higher they rise, the higher priority 
missions they can create. You might spend 
much of your time under the command 
ofa squad leader carving a swathe across 
one of Auraxis' continents, before getting 
the call from your guild's top brass, asking 
you to reinforce a push halfa world away 
with 200 of your brothers. 

Leadership is still important at squad 
level. *Different ranks can set different 
granularities of objectives. During the 
high-priority attacks, the squad leader 
can say, "We're going to attack this turret, 
that gate, this generator.” 

Leaders at any level get experience for 
creating and completing missions, just 
as grunts get similar boosts for doing the 
legwork. If that’s not incentive enough 
to join up permanently with other 
players, Matt explains the exciting guild 
mechanics. “Our guilds are called Outfits 
and have their own progression. You 
could have a tank guild that’s unlocked 
specific tank advantages. That creates an 
aspirational thing where new players want 
to drive a tank and join this guild because 
they're the best tank drivers in the game.” 

Imagine calling in the rest of your outfit 


| toroll in on an enemy-held base, and 
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ELA With a gun this big, you 
don't need no helmet! 
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This guy’s jumpjets let 
him leap enemy defences. 
J cg * 


seeing a tank column as long as your draw 
distance rolling over the horizon. That’s 
potentially the kind of gaming moment 
you tell your grandkids about. 

On top ofoutfits, SOE are adding a 
faction-based metagame to keep the 
endless battle interesting. Factions now 
earn resources from capturing bases. 
Hold one of these for a long time and 
you'll start to see the benefit in your 
armoury, as Matt explains. “The Vanu 
Sovereignty might need Araxia —a rare 
resource — in order to put railguns on 
their Magrider tanks. You really don't 
want to deal with Magriders when they've 
got railguns, so you and your leadership 
might think that the best tactic is to go 
and take over all the places on the map 
that have Araxia and take the bases back." 

Even eight years later, PlanetSide’s core 
concept is exhilarating. SOE haven't 
changed too much for PlanetSide 2, but the 
idea ofan MMOFPS is still so fresh and 
unexplored that the reincarnation of these 
mechanics is welcome. 

And the future of the game looks bright. 
PlanetSide 1 suffered from blinkered 
development as designers took it 
underground. Matt's adamant the sequel 


PlanetSide 2 isn't all about combat, 
but the guns are muchimproved. 
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The soldier of the future 


won't suffer the same fate. He spoke 
T needs funky sunglasses. f 


abouta ‘three-year plan’ for the game, 
discussing the potential for sea battles and 
player-built cities. But key to any future 
movements is community input. 

“Maybe we'll think it's a really great 
idea for us to put satellite-launching 
into the game, right? And maybe 
they'll think that that’s bullshit, but 
everybody really thinks it's an awesome 
idea to have mountable Tyrannosaurus 


“The hardcore guy that's 
on PlanetSide 2 for 12 
hours a day willtrain 
their skills a bit faster" 


Rexin the game. Everyone really wants 
that. That’sa really cool opportunity to 
do what the community wants to to do 
with those long-term plans. There's a 
calendar, but it's not set in stone." 

Wait, how do you get a certification in 
Tyrannosaur riding? “I can totally see the 
guys on Something Awful voting that to 
be the top thing and then being all pissed 
off when we don't put it in the game!” m 
Rich McCormick 


2012 


[With a revamped shooting system, 
| killing has never been so satisfying. 
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f Run around like that and 
have someone's eye out. 
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efore I drive the jeep away, I spot 

atank out of the corner of my 

eye. I drive over and get in that 

instead. And then I spot a jet. 
Idrive the tank to the jet and climb inside. 
As I take off, I see my teammates 
scrambling for vehicles I've abandoned 
below. It reminds me of that time when 
Ipushed my way past 200 German 
teenagers who had been queuing for seven 
hours to play Battlefield 3. 

"That was five minutes ago. Now I'm in 
ajet. Whee! 

The map I’m playing is called Caspian 
Border and it's one of Battlefield 3’s new 
64-player maps. As I buzz over it in my jet 
— whee! —I can see fields, little towns and 
an enormous, destructible tower in the 
centre of the map. What I can't see are 

enemies. If there are 


README infantry or vehicles down 
PUBLISHER there, I’m flying too fast 
Electronic Arts to spot them. 
DEVELOPER Happily, an enemy jet 
EA DICE 
Te takes off. The problem 
wwweacom/ with jets in Battlefield 2 
battlefield3 ^^ was always that at speed 
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LEFIELD 3 


Whether it’s 64 or two, the new Battlefield is best with company. 
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they moved far too fast to turn around 
before you were beyond the map’s edge. 
Caspian Border provides ample room, 
though, and I easily give chase behind the 
enemy. We twist and turn through the air 
and I'm firing at its tail with machineguns 
the whole time. 

The enemy pilot knows he’s going down 
and he turns the jet towards the enormous 


“We twist and turn 
through the air and 
I'm firing at its tail 
with machineguns” 


red and white tower in the map’s centre. 
He’s going to try to crash into it. He 
parachutes out, his jet explodes and its 
carcass smacks into the side of the tower. 
To celebrate my kill, I lose control and 
crash my jet into the ground. Whee! 

In the Gamescom trailer, this map is 
home to non-stop bombastic moments: 
tanks and jeeps rattling over a grassy field, 
jets chasing each other through the sky 
and everything exploding. 
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Aside from this first life, my time 
playing the game isn't at all like that. I 
wouldn't want it to be. When PC Gamer 
get together to play Battlefield, we hope for 
those quiet moments where four of us are 
inasquad, lying in some brush, waiting 
for something to happen. 

With none of the team around, those 
quiet moments are just me, alone, in a 
field. 64 players sounds like a lot, but 
Battlefield 3's incredibly vast maps swallow 
them. I spend three or four minutes just 
trudging along empty roads, wandering 
through deserted control points, seeing 
no one. Two of the times I die I don’t 
know where the shots came from. It’s not 
frustrating. It’s an exhilarating feeling, 
when bullets start to ping the dirt around 
me, to know I’m just one small part of a 
battle happening just over the next ridge, 
if only I can get there. 

After another death, I decide to get 
there ina tank. I drive out of my team’s 
base using the road till I remember: ‘Oh 
yeah — tank’. I career off, smashing 
through a wooden fence, tumbling down 
a ridge and heading for the control point. I 
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bill was getting ugly. 
piana A9 


park on a hill overlooking the flag and see 
little army men trying to capture it. I fire. 
They explode. I fire. The building 
explodes. I fire. A tank explodes. I can't 
wait to play this with friends. 

My one cooperative moment in 
Battlefield 3 happened the day before, 
when playing Battlefield 3's cooperative 
mode. The mission was to move into a 
block of flats — silently, if possible -and 
extracta rebel inside. We began by 
simultaneously shooting two enemies, 
killing both before either had a chance to 
alert their friends. My German partner 
and I did this perfectly. Our stealthy 
assault is on. 

We walk into the next room and are 
instantly discovered by an enemy. I take a 
bunch of bullets to the chest and the next 
five minutes are a scramble as we dash 
through hallways, shooting haphazardly, 
being seen by cameras and eventually 
limping into the room where the rebel is 
being held. 

With him following, we make it back 
outside and bundle him into our 
Humvees. It’s now our job to scout ahead 


777777, 
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on foot, clearing the way for the cars. 
Inevitably, there’s an ambush, and half a 
dozen enemies start firing down on us 
from building windows. It’s a slog to 
progress and it’s the worst experience I 
have with the game. 

After making it down a few streets, I’m 
injured and knocked to the ground. It's 
now down to my co-op partner to help 
me. I turn to look at his screen and he's 
still firing at the enemies. I want to say 
something but I don’t speak German and 
it’s too loud in the room we're in to clear 
my throat significantly. I lie there politely 
instead, not making a scene, taking pot 
shots with my pistol. 

Eventually, he does come over and 
revive me, though our camaraderie is 
short-lived. I’m back on the ground 30 
seconds later, and this time my saviour 
falls as well, failing the mission and 
sending us back to the start. I don’t have 
much fun playing the co-op mode, but I 
have the same thought as before: I look 
forward to playing it with friends. Tom, 
for example, speaks English. m 
Graham Smith 
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The jet fightingisan 
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If in doubt, just try to 


look tough and mean. 


Getting caught sleeping on the 
job can be pretty embarrassing. 
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i If the island civilisations fail, 
x heck, there's always war. 


Oil spill, what oil spill? Will 
BP still be at it in 2070? 


alia" Build a city under the sea. Its all gone a bit Rapture. 


re you an algae farm/solar panel 
kind of guy? Or do you prefer 
the short-term benefits of 
scorching burnable things such 
as trees and oil? Anno 2070 is asking 
whether you're an Eco or a Tycoon. 
You've got to respect the conviction of 
developers Related Designs and Ubisoft 
Blue Bite. This is an unapologetic revamp 
of the historical strategy series. It comes 
with a worryingly realistic message and a 
fresh aesthetic, rich with cloud-piercing 


skyscrapers and hovercar-filled metropoli. 


‘The polar icecaps have melted. The 
ensuing wetness has forced humanity to 
live on small, picturesque islands. You are 
the mayor of one of these futuristic, 
post-collapse settlements, tasked with 
building your way to success via industrial 
quick fixes or hippy 
idealism. 

You'll end up 
expanding across the 
globe to gather more 
resources and to trade 
and communicate with 
other island-dwellers. 


READ ME 
PUBLISHER 
Ubisoft 
DEVELOPER 
Related Designs 
and Ubisoft 
Blue Byte 


LINK 
bit.ly/hPsZOe 
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I’ve seen three factions in action. Go 
down the route of the Ecos and your main 
challenge will be dealing with slow 
expansion. You'll end up with happy, 
healthy families who can handle different- 
coloured bins with ease, but your 
economy will be initially stilted. Your 
islands may be densely populated with 
trees, but trade will be essential if you 


“The polar icecaps have 
melted. The wetness has 
forced humanity to live 
on small islands” 


want to flourish for the long term. 

A Tycoon-ruled island will look, feel 
and smell completely different. Burning 
fossil fuels willy-nilly, aggressive 
expansion and pumping up taxes will be 
top of your priority list. Your population 
will end up rich, but grumpy and diseased. 
Your environment will be barren and 
smog-coated, but who cares when 
you can get an imported latte? 

The swottiest of the three factions, 


| the Techs, are there for you to manipulate. 


You can’t play them, but they can be 
traded with or bullied at your whim. 

Then there’s the water. 2070 will let you 
colonise the bottom of the sea, with 
biomes and industrial complexes. 
Depending on your actions, you'll either 
create a fish-friendly paradise or dolphin- 
choking underwater deathtrap. My 
advice: never introduce plasmids. 

If all else fails, there's always war. Anno 
2070's future is one of mechanical 
bloodshed. No ground troops will feature 
in Anno 2070's battles: static 
emplacements will be key to defence. 
whereas your attacking forces will consist 
of fleets of ships, hovercraft and 
submarines, supported by VTOLs, jets 
and bombers. We like the sound of that 
fight. Mother Nature herself will hit back 
with tidal waves and tornadoes if you're 
really badly behaved. 

Multiplayer is looking likely. I predict 
the PC Gamer office will go a bit Avatar 
by the end of the year. And I don't mean 
the jellyfish/flower bit. m 
Owen Hill 
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GIVE EXTRA LIFE 
TU YOUR GAKEPLAY 


Our Virtual Private Servers (VPS) are everything you need plus 8-bit more. 


Our virtual private servers provide the speed and stability you need for your dedicated game server or forum for 
your favourite games. Our dynamic load balancing ensures maximum performance when you need it most. 


From just £14.99 per month our VPS are not only powerful but also cost effective and can make your dream 
of hosting your own clan server a reality. 


e 24 hour UK support e No fuss 30 day money back guarantee 
e Mega fast processing speeds e Free user configurable backups 
e Unlimited traffic e UK based data centre 


Get ahead of the game-with a Webfusion VPS 
Call70800 03 17 800 or visit: www.webfusion.co.uk 
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aT Mi The frenetic jetpack combat game returns, and it’s free to play 


he game was gone for so long 

Thad forgotten that I missed 

it. Tribes: Ascend, in spite of its 

new free-to-play model, is the 
large-scale, fast-paced multiplayer shooter 
you will remember from Starsiege: Tribes 
and Tribes 2. 

It's no accident that playing it was my 
first appointment at this year’s Gamescom. 
Iwas a huge Tribes 2 fan and I have fond 
memories of sniping enemy scouts from 
atop mountains, laying defensive turrets 
around my base’s generators, capturing the 
enemy flag via canny Shrike runs and 
failing to ever hita moving target with a 
disc fired from the iconic Spinfusor. 

In Tribes: Ascend, it takes three seconds 
till m sliding down a mountain, gaining 
speed. Skiing becomes simpler with each 

new Tribes game and in 


README — Ascend you descend by 
. PUBUSHER holding down space. 
Hi-Rez Studios It’s eight seconds before 
DEVELOPER — ['mjerpacking up a 
In-house : 
uw -Ountain, carrying all 


www.tribesascend that momentum with me 
com into the air, gaining even 


more speed. The developers explain this 
experience by saying, “It’s like Tiny Wings 
[the sliding/bounding iPhone game]”. 
What they mean is, it's like Tribes. My 
jetpack fuel doesn’t last long, but long 
enough to carry me over the next peak. 

It’s 16 seconds since the start of the game 
and now I’m engaged in combat, firing 


discs, touching the ground only for brief 
“Istop counting the 
seconds, point my nose 
towards the enemy 
sniper, and fly...” 


moments before leaping back toward the 


sky. Even if you never use a vehicle, Titbesis | 
an aerial combat game. It’s also ridiculously | 


fast, despite enormous levels, like the 
grassy hills that lie between two floating 
bases on the map I’m playing, Dry Dock. 

I time a jetpack thrust for the moment 
when my opponents fuel runs out. It's 
much easier to kill with splash damage 
from the Spinfusor than from a direct hit, 
and from far above I smack him with a disc. 


He dies. 23 seconds. I'm heading for the 
enemy flag. 

Its been seven years since the last game, 
so maybe you don't know the history of the 
Tribes series. Let's recap. It started with 
mech-simulator Metaltech: Earthsiege in 
1994, which was followed by Metaltech: 
Battledrome the following year. Then came 
Earthsiege 2 and the fantastically named 
turn-based strategy MissionForce: 


| CyberStorm. Next came CyberStorm 2: 


Corporate Wars and Starsiege, before the 
series morphed into the modern, 
multiplayer FPS that would make it 
famous in Starsiege: Tribes, Tribes 2 and, 
in 2004, Irrational Games’ underrated 
Tribes: Vengeance. 

At which point it all went quiet, until the 
series was acquired by Hi-Rez, the creators 
of the Tribes-inspired MMO Global Agenda. 
They’re using the lessons they learned 
from that game to make Tribes free to play. 
Naturally that sounds worrying. In a fast- 
paced, competitive game, isn't any paid-for 
item going to imbalance everything? But 
from what I played, I think the new system 
might he/p the game. 


Press 'Enter' to suppress 


Sh m TV CM You can't beat a game of 'chase 
diops E me' with a hostile, lethal spacecraft. 


my generator is down 
A 


TAR 


"mA 


E 
JO amma! c 


TOLLEL 


Just don’t squash any Ewoks 
when you land that thing. 


a: pue " : 
| ai There's an inverse relationship 


== between speed and armour strength. 


me . E . ` * (C oru- 
Before you join a match in Tribes: Ascend, | options, it did so from the start and let you Time for your best Eddie ‘the 


you pick your class. The classes are divided | mix and match items freely. If you wanted Eagle’ Edwards impression. 

by light, medium and heavy armour types, | to combine heavy armour, a sniper rifle and CONCRA. VB. 

with an inverse relationship between speed | a medic pack, you could. The choice was . RE TN Tv 

and armour strength. In the examplesI overwhelming, and the result was public NEM = `N 

gave above, I was moving so quickly servers populated by player builds that RMS a alls j 
because I was playing the light Pathfinder | didn’t benefit the team. Providing people $e Ner "T. / 

class. In my short time with the game, I with defined roles might help guide them ENS Kh N" uw 
also tried out the Juggernaut, who treads towards teamwork. z za 


slowly and carries a big heat-seaking It's 28 seconds in when I get my hands on 
missile launcher, and a repair class thatcan | the flag. On my way back to base, a sniper 
fix broken generators and turrets. shoots me in the back. I die, but it was a " 
The beta I played had 18 classes in all, successful enough life that I’ve got enough etm N 
nine of which were playable. The other points to spawn a vehicle. The new points " 
nine were locked and, at a guess, will only system means people aren't fighting over 
unlock in exchange for your monies. who gets to fly the Shrikes and drive the re butwasit n by 
Looking at their builds, they didn'tsound | grav cycles. Play well enough and you'll get Ed 
more powerful, but instead tailored your turn. It also means matches become 
towards specific tactics. For free, Iwasable | more epic as they progress, till everyone is 
to play as the Sniper class, say, but there inside tanks and bombers. 
was a locked Defensive Sniper build. It’s around 96 seconds in when I take 
‘That doesn’tsound more powerful than | flight ina Shrike. It feels different to fly, 
the free classes, but it could still imbalance | but it’s good just to be using the word 
matches where one team has a more again. I stop counting the number of 
cohesive mix of classes on its side. seconds, point my nose towards that 
Where it might help the game, is that enemy sniper, and fly. = 
while Tribes 2 gave you all those same Graham Smith 
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You just know they're going to 
have really, really bad breath. 


Aliens with glowing red eyes 
are always up to no good... 
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ME3 reunites T. with 
some familiar — if ugly — faces. 


Even your trusty assault rifle 
might not be enough here! 


ERU BioWare on making Commander Shepard your own 


he most important question 

about Mass Effect 3: will we 

getto punch a news reporter in 

the face again? “Don’t worry,” 
says producer Michael Gamble. “We did 
it before and we're going to close off that 
thread as well.” 

BioWare are serious about wrapping up 
every element of their huge sci-fi RPG 
series, and ending an on-air interview 
by smacking your snarky interviewer 
has been one of the guiltiest recurring 
pleasures in the last two games. 

Mass Effect 3 is the end of Shepard. 
BioWare sound very keen to do more 
in the Mass Effect universe, but they’re 


uncharacteristically decisive on this point: 


“After this,” Gamble says, “Commander 
Shepard’s story is complete.” 
It’s usually a brave 
README © move to say you're done 
PUBLISHER with the hero of your 
Electronic Arts. most popular series, but 


DEVELOPER — it needn't be a big loss. 
BioWare : , 
To The truth is, Shepard's 
www.masseffect. appeal has almost 


com nothing to do with the 
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dopey-looking male model in the trailers; 
it’s about the Shepard you create, both in 
looks and decisions. And before they leave 
him or her behind, BioWare are letting us 
take extra steps to make Shepard our own. 
While the story choices have always 
been interesting, Mass Effect 3’s other 
focus is on something the series hasn't 
done well: character progression. They 


“Grenades are in, too - 
proper bouncy ones, 
not the weird floaty 
frisbees of Mass Effect 1" 


keep changing their minds about what 
choosing a character class should mean, 
and how much freedom you should have 
in developing it. Mass Effect 2 was better, 
giving most classes a powerful ability that 
could define your play style, but that was 
more or less it. 

Mass Effect 3 gives you more to play 
with in your ongoing development. Not 
only do you choose which skills to invest 
in when you level up, but each now has 


six options for how to customise them — 
lowering recharge times, boosting splash 
damage and so on. And weapons have 
gone from almost completely generic in 
Mass Effect 2 to more customisable than 
ever before. Grenades are in, too - proper 
bouncy ones, not the weird floaty frisbees 
of Mass Effect 1. 

Given that the story is all about a 
galactic final conflict with the Reapers, 
does that force you to play Shepard as 
more ofa straight action hero? Gamble 
doesn't think so. “We have a ton of deep 
relationship moments, and conversations 
with your squadmates and that kind of 
stuff, so he's still very soft and still very 
dependant on how you want to play him. 
But he still does have to lead the charge, 
and I don't chink that really infringes 
on the game design as much as how you 
decide to be him." 

You can carry your custom commander 
Shepard over from Mass Effect 2, but if 
you're creating a new one for Mass Effect 3, 
Ithink Gamble just helped you pick a first 
name. Who'd mess with Soft Shepard? m 


Tom Francis 
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EDITOR'S 
CHOICE 


The Nomad Torturer fights with a 
midget tied to a shield. Like you do. 


=| BORDERLANDS 2 


ESMI Exploding guns and tattooed moons in the RPG-FPS sequel. 


uns in Borderlands were 
plentiful, but they were never 
disposable. And yet Salvador, 
one of the sequel’s new playable 
characters, just tossed his rifle away at his 
enemies. Don't do that! You'll need it to... 
ooh. It exploded and another magically 
materialised in his hands. That’s new. 
Borderlands, Gearbox's RPG-FPS, was a 
gun fetishist's dream: randomly generated 
weapons meant you could pick up a bullet- 
generating revolver, or a shotgun that 
fired rocket rounds. But despite having a 
kajillion made-up weapons, it all felta bit 
rigid. The guns were all variations on a 
theme, the missions a bit samey and the AI 
had little depth. 
So the follow-up refines the weaponry, 
tweaks the AT, adds 


aAnur dynamic missions and 
pupuisuer — IO good measure gives 
Gearbox you four new characters 
DEVELOPER to choose from. 
2K Games It's five years after the 


UN first game. You're still on 


Ae co a Pandora, but the world is 
gamecom less dry and dusty, with 


F 
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snowy mountains adding to the gorgeous 
landscape. The original four characters 
have had their good deed of saving the 
universe usurped by Handsome Jack, 
who took credit for it, carved a giant ‘H’ 
into the moon and locked them up. 
Fighting Jack's minions is Salvador. 
He's a Gunzerker, a dwarf able to dual- 
wield the same guns for more damage, or 


"The game keeps the 
oddball sense of humour 
that elevates Borderlands 
above most bland RPGs" 


different guns for better accuracy. The 
longer he holds the trigger, the higher 
the rate of fire. It's a boost that applies to 
pistols as well, and works with his dual- 
wielding to create a devastating meat tank. 
Ridiculous? Yes, but this is Borderlands. 
The moon that Handsome Jack carved 
his initial into? It's also a mobile weapons 
platform, firing robots into the battle as 
Salvador fights againstthe game's typical 
fodder of Skaggs and Bandits. The bots 


| have complementary battlefield powers, 


with a support unit flitting between the 
targets, deploying shields, repairing 
damage and dropping ammo. 

Allthe other AI enemies are getting a 
cooperative boost as well. A Badass Fire 
Skagg sets fire to his pups, giving them 
a damage bonus. A new boss, a Nomad 
Torturer, fights with a midget strapped 
to his shield: shoot the chains and the 
little fella will turn on his captor. These 
enemies flank, think and hunt together. 

It all happens in a world that’s a bit more 
alive . While it was a shooter, Borderlands 
felt a bit too much like an RPG, and 
nothing felt fluid or dynamic. Now NPCs 
will wander around, not just hang about 
waiting for you to ask them for missions. 

The missions themselves change 
as you progress: it’s possible to fail in 
your quest to rescue Roland, one of the 
original Borderlands crew, and have it 
affect the story later on in the game. 

Aiding this fluidity is a vehicular 
overhaul. For a game that required 
you to flit about its vast levels in sci-fi 
jeep-tank things, they were spectacularly 
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Customisable weapons mean more = Robots, guns, lasers, explosions and ^ 
ways to kill, maim and dismember. a carnage. What more do you want? 
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underwhelming. Borderlands 2’s tweaks to The new snowy landscape. Also 
the handling mean the damn things will new? The charging Bullymong. 


stay upright for starters, and also include 
power slides and four seats per car. 

The overhauled guns complete the 
picture. Even though there was the 
potential for wacky combinations, they 
never felt or looked like they came from 
a pool of a potential 16 million. The four 
manufacturers had different stats, which 
are now reflected in the designs and the 
way they work. For example, Tediore’s 
stock, instead of reloading, explodes 
and another regenerates in your hand. 
The more ammo in the gun, the bigger 
the explosion. Salvador uses it to knock 
out Bullymongs, a new, four-armed 
gorilla-ish bad guy who appears by 
smashing through his announcement text. 

What has been kept is the oddball, 
goofy sense of humour that elevates 
Borderlands above most bland RPGs 
and joyless FPS games. It was always a 
pleasure to bomb around Pandora, and 
judging from Gearbox's tweaks, they 
knew exactly why. 

CraigPearson 
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this game is - ahem — bats... Ie & 


Hey baby, is that a gun in your 
pocket or are... no, it's a gun. 
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Bat-nipples make an 
unwelcome return. 


If ever there was an image 
to give you nightmares... 


GOTHAM CITY IMPOSTERS 


LUCI Batman cosplay in a team FPS? WTF? 


onolith have returned to us! 

After an angst-ridden decade 

of carving dark missives 

about ghosts and creepy 
little girls into their school desk, they’re 
now making this silly, carefree first-person 
shooter about wannabe Batmen and Jokers 
battling on the streets of Gotham. 

Monolith are the people who once made 
No One Lives Forever, remember. They can 
do silly parodies. Gotham City Imposters is 
exactly that. Example: I’m a grossly obese 
man wearing a pink kilt, a Hawaiian shirt 
and badly smeared clown makeup, and I'm 
fighting a similarly vast Batman, his belly 
poking out from under his Batman T-shirt. 
He’ gliding towards me, using his cape 

to steer, and I kill him with a shotgun blast. 
Both teams have gadgets 
to play with, the cape 
being one of Batman’s. 
You choose what to carry 
in the character creator, 
which is how I came up 
such a bulbous wreck of 
aman. I could have just 
as easily been a slip of a 


READ ME 
PUBLISHER 
Monolith 
Productions 
DEVELOPER 
Warner Bros 
LINK 
gothamcity 
impostors.com 
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clown-girl wearing speedy rollerskates, 
but that would have been less sexy. 
Instead, I chose the grappling hook as 
my gadget, and with it I’m able to whisk 
myself across the level. It’s a small map 
covering just a couple of streets and back 
alleys, though there are others set in more 
interesting locations, including a rundown 
fairground. Despite this map’s small size, 


"Ima grossly obese man 
wearing a pink kilt and 
I'm fighting a Batman 
with his belly poking out” 


the gliding, grappling and trampolines 
make for plenty of vertical combat. 
Example: I’m grappled to a wall, looking 
down on a Ladybat capturing one of the 
four gas machines dotted around the 
streets. These are what the teams are 
fighting over. There’s at least one other 
game mode, a twist on capture the flag, 
but its the silliness of the combat that 
makes the game fun. The objectives are 
just a distraction. I drop down and shoot 


Ladybat in the back of the head. With 
another loadout, I could have dropped a 
Jack-in-the-box grenade on her head. If 
Ihadn't dropped unseen, she could have 
used a Boomerang to daze me. We could 
both have used rocket launchers, or springs 
on our feet to bound out of danger. 

Aside from being a return for Monolith 
to lighthearted romps, Imposters is part of a 
trend for streamlined, multiplayer games. 
Cheap technology and easy distribution — 
Imposters is a download game — are making 
titles such as Lead & Gold, Payday: The Heist 
and Paradox's War of the Roses possible. In 
1999, they might have been mods. In 2005, 
they probably wouldn't have existed at all. 

Another Batman rounds the corner. 

His cape is a pirate flag with a Batman 
sticker on it, he’s wearing a wizard hat and 
kneepads and he has a rocket launcher 
made from PVC piping. It’s charming, 
for the moment before he blows me up. 

Atthe end ofthe game, my team, the 
Jokerz, are victorious. Laughing gas 
floods the map, choking the Batfolks 
to death. Their hilarious death. m 
Graham Smith 
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CALLOFDUTY 


MODERN WARFARE 3 


ie? sf usd 
» - TP 


aM" Amid the whooping, is Generation Killstreak about to grow up? 


poked around the Scrapyard paintball 

arena and scanned the ground while 

dangling from a zipwire, but there 

wasn't a single PC to be found at the 
recent Call of Duty XP event in LA. 

When asked about our platform, 
Infinity Ward employees only offered 
happy patter about their return to 
dedicated servers. Compared to Battlefield 
3’s grandstanding, MW3 is short on PC 
love or technical boasting, and instead 
refreshingly open about design specifics. 

The Modern Warfare 3 multiplayer that 
Call of Duty’s baying fans had travelled to 
LA to see isn't a revolution — it’s the series 
putting its house in order. Anything that 
unbalanced the game back in the days 
of Modern Warfare 2 —and there was a 
lot—has been changed 


EAUME Or removed. 
puusi Among the notable 
pevetopeR — 3bsentees announced to 
Infinity Ward, a rapturous crowd (yes, 
Spee pare they cheered the removal 
ate of mechanics) were 
www.callofduty, the One Man Army 


com perk with its sneaky 
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midspawn class change, the Stretch 
Armstrong arm-reach provided by 
Commando, the game-ending nuke 
and the prevailing threat of secondary 
shotguns. As fun for the individual as 
they might have been, they were ruining 
the game at large. 

Killstreaks have undergone the greatest 
transformation, emerging Brundlefly- 


“MW3 positively rewards 
you for remaining 
faithful to your piece 

of hot, sexy metal” 


like from a pod in their new form as 
Pointstreaks. In Modern Warfare 2 and 
Black Ops, newer players could barely 
dream of access to the higher realms 

of Killstreak rewards, and success in more 
exotic objective-based game modes didn’t 
always involve chains of enemy death. 

To help reward players more fairly, and 
encourage less antisocial play styles, the 
new system rewards not just kills, but flag- 
caps, objective grabs and basic teamwork. 


What's more, the streak rewards 
you choose are now split into Strike 
Packages. The first, Assault, will provide 
the explosive delights that are familiar 
toall, but the Support package is now 
home to all of the rewards that help your 
team. UAV scans, SAM turrets, drops 
of ballistic vests to divvy out among the 
troops, Recon drones and even a suit of 
Juggernaut armour can be called in. 

Vitally, your ascendance to these 
team-helping goodies doesn’t reset 
when you take a bullet to the head, 
but instead keeps on ticking upwards 
throughout the round. 

Meanwhile, the Specialist Strike 
Package rewards talented lone wolves 
with an extra perk for every two points 
collected. However, dying at the hands 
of another still sets them back to the 
foot of the ladder. 

Maps are international affairs. ‘There’s 
an American interpretation of a London 
tube station, complete with a ‘Porter 
Potty’, and a mythical underground map 
containing delights such as Wrong Shoes 
Street and Big Beard Tower Station. 


su L. 


a 


be Tottenham on a Friday night. sie 


Sea. l E- x 18099. 

The multiplayer maps can Es 
be played in Survival mode. iX 
Ed j 


Remote turrets are a 
soldier's best friend. 


P 
- ps 


me J The Quickscoping debate 
Sm. is set to rage on in MW3. 


There are the streets lying in the | and Unreal Tournament modders first 
shadow of the Eiffel Tower and a foliage- | toyed with a decade ago. Firstly, there 
packed African village surrounded by are user-tweaked game modes in private 
caves and waterfalls. All ofthemarefairer | matches that work like UT's mutators. 
and better designed than most of those Secondly, there's a new mode called 
locations found in MW2, whose settings Kill Confirm. Here the deceased drop 
provided dozens of angles of attack via dogtags: collectan enemy's tag and you 
unnecessary doors, windows and rooftops | gain 50 points; collectan ally's and you 
in every conceivable direction. deny the opposition their prize. It's a 

Inrecent CoD games there's also been simple concept, but it brings a new edge 
a tendency to make the player feel guilty of teamwork to Team Deathmatch. 
for specialising in one weapon. Modern After running through the biggest 
Warfare 3 instead positively rewards you changes to the game's multiplayer 
for remaining faithful to your chosen offering, Activision announced the 
piece of hot, sexy metal. Guns now price for Call of Duty's new premium 
level up as you do, enabling you to strap service, Elite. The Facebook-enabled 
different scopes and reticules to its body, social network is £35 a year for 20 drops 
and even letting you improve intricate of map DLC, high-end clan features, 
details such as its kick, stability and che prize competitions, in-depth tactical 
number of attachments it can handle. guides and twice-weekly, Hollywood- 

"These are all good, solid and sponsored video content. 
intelligent changes to a multiplayer This is clearly the year that Ca// of Duty 
framework that, while loved, has long aims to go from gaming stranglehold to 
had rough edges in need of smoothing. world domination. On PC, though? The 
Infinity Ward have risked angering the day we actually see the thing running on 
community in order to experiment, a desktop, we'll let you know.m 
albeit with experiments that Quake III Will Porter 
Hockey masks protect your 
face. And make you look scary. 
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Tsk, a flagrant disregard 
itai ing b 


orld of Tanks was one of this 

year’s great surprises. The 

name conjured up images 

ofan MMO world where 
tanks handed out quests, sold gear and 
killed ten wolves, but what we got was a 
glorious deathmatch shooter with a deep 
and complex RPG unlock system. People 
made fun of it, but World of Tanks now has a 
massive five million registered players. And 
with World of Warplanes, Wargaming.net 
are planning to take it to the skies. 

World of Warplanes might seem the next 
logical step from World of Tanks, but it’s 
more thana straight conversion. “An 
aeroplane is more difficult than a tank to 
control, obviously,” acknowledges Victor 
Kislyi, the CEO of Wargaming.net. 
“There are many more drivers than pilots 

on this planet. That’s 


README where we puta lot of 
PUBLISHER good people; trying out 
Wargamingnet different controls, 
pEVELOPER different twists in the 
) Tu flight model itself. If you 


worldofwarpanes look at the cockpit of any 
com ^ plane, you see a lot of 
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ORLD OF WARPLANES B 


CAE] Can Wargaming net follow up their tanky triumph? 


controllers. We don’t want people to 
be having to switch on all of those.” 

So what makes Warplanes different? 
“More dynamic, more manoeuvres, less 
camping,” he says. “Aeroplanes everybody 
knows, you are in 3D, you have to be 
moving all the time, like a shark.” 

One of the frustrations of World of Tanks 
is that sometimes your team will decide 


“World of Warplanes is 
more dynamic, with 
more Manoeuvres and 
there’s less camping” 


to sit back and snipe at the enemy, 
meaning more aggressive players don’t 
have any support moving forwards. The 
constant movement of World of Warplanes 
enforces a very different style, unlike 

any other shooter. 

Many of the basic concepts are similar 
to World of Tanks. You have a hangar full of 
different planes and winning battles will 
earn money and experience to upgrade 
your planes and unlock new ones. It’s a 


| 


simple system, but an astonishingly 
compulsive one. When you first geta new 
vehicle, you start chasing upgrades to 
make it reach its full potential. But when 
you get there you realise you're 
tantalisingly close to the next one. There's 
always something to look forward to. 


Cross compatibility 
That effect will be boosted by cross 
compatibility between the two games. 
“Let’s have mutually acceptable gold, why 
not?” Victor enthuses. “It’s just dollars, or 
pounds, right? If you have the reserve of 
gold in your World of Tanks account, you're 
going to want to try Warplanes, why don't 
you use that money in World of Warplanes? 
There’s nothing against it.” There’s even 
the promise to move experience points 
between games. Victor tells us: “You can 
take one month’s experience in Tanks, and 
because you already have level 10 tanks, 
you can have those experience points from 
day one, put it into aeroplanes, and you'll 
have a level 9 something right away.” 
Matches are still 15 on 15, and you can 
still win by wiping out the enemy. One big 


difference will be in the alternate win 
conditions; World of Tanks relied on a 
control point system, which makes little 
sense in the sky. Instead each team will 
havea ground base, with hangars and anti 
aircraft guns, that the opposing team need 
to take out to secure victory. Seeing your 
base existas an actual object with its own 
defences, rather than an arbitrary circle 
on the ground, isa big change, and should 
lead to a very different style of game. 


Spitfires AWOL 
The game will launch with US, German 


and Soviet planes represented. Sadly fans 
of Spitfires will have to wait. The British 
are the first planned post-launch addition, 
followed by the Japanese. It’s a 
disappointment for me — I could 
understand British armour being left out 
initially in World of Tanks, but the RAF, 
the Battle of Britain and the Blitz are some 
of the most iconic images of World War 
IL and it’s a shame we'll have to wait for 
them to be properly represented. 

There will be three broad classes of 
warplane to choose from: single engine 


Warplanes is more than a straight 


conversion of World of Tanks. 


fighters are the iconic dogfighter, light 
and quick to turn, they engage enemies 
closely and destroy them before they can 
react; heavy fighters turn slower but they 
hit hard if they catch you head on; and 
strafing aircraft, who focus on dealing 
out damage to ground targets. The last 
one is particularly intriguing, suggesting 
a much greater emphasis on taking out 


the opposing base. 


"Having a class 
dedicated to the base 
game will pressure pilots 
intoriskier assaults" 


World of Tanks never had anything like 
that, and as such games were often 
decided by eliminating the opposition, 
with capturing their base only being 
thought of when there were few players 
left on the field. By having a class 
dedicated to the base game, World of 
Warplanes should pressure their pilots to 
make earlier, riskier assaults, making 
games more interesting. 


Y; MONITOR 


Where's Biggles when 
ou need him, eh? 


Like World of Tanks, World of Warplanes 
stretches either side of WWII. Starting 
planes will be small 1930s biplanes, while 
the highest levels will be represented by 
the early jet planes of the 1950s. 
Wargaming.net will be doing their 
research on this one: “It has to be 
historically realistic in terms of models, 
engines, internal components and relative 
parameters of different aeroplanes and 
different nations. Of course, it has to be 
well balanced, but the gameplay, the flight 
mode, the controls, they have to be 
somewhere in the middle, in that sweet 
spot, so that normal people can play.” 

Meeting with the team, it was clear that 
they hada passion for military history. 
They know their planes like they know 
their tanks, but they aren’t afraid to fudge 
things a little in the name of fun and 
balance. For that reason, World of 
Warplanes will be removing takeoffs and 
landings, the most frustrating and disaster 
ridden part of any flight sim game. Players 
will get dropped straight into the world, 
ready to dogfight from the off, with no 
need to ever touch the floor. > 
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The key is balancing accessibility 
and simulation, says Victor: *Nottoo 
hardcore so that it takes you 30 minutes 
to take off, and then you crash land 
after a successful mission." 

Instead the game is all about the aerial 
combat itself, not the bits before and after. 
All thatsaid, Wargaming.net are 
currently debating whether to let players 
try to land their planes at the end of the 
match for an experience bonus. 


Sim hard 

Like World of Tanks, the controls will be 

as simple as the developers can make 
them, but complex calculations will take 
place underneath to determine the success 
of every shot. Hardcore flight sim fans 
will be free to use a joystick if they want, 
butit won't be necessary to play the 

game effectively. 

While the fantasy of flying a Spitfire is 
one everyone can get excited about, flight 
sims have for some time been considered a 
very niche genre with a small but 
dedicated audience. So why try it? *Our 
players want it,” says Victor. “I play World 
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There are no takeoffs or landings to 
trouble those lacking full pilot training. 


of Tanks under my own name with the 
Wargaming.net tag, so they know it’s me. 
And they're like, “Wow! Victor! Why 
don't you make planes?" 

Why the new game so soon? *Let's be 
realistic, there will be some lifetime limit. 
World of Tanks will be tanks today, tanks 
tomorrow... maybe in six months they'll 
be bored of tanks." 


“The idea of switching 
experience and gold 
between three warfare 
games is exciting" 


It’s a surprisingly pessimistic approach, 
considering how successful and frequently 
updated World of Tanks has been. Victor 
clarifies: “We'll keep making World of 
Tanks... it’s going nowhere. It'll be there 
five, seven, ten years, always getting new 
tanks, new maps, new modes, graphical 
updates and everything like that." 

"They don't want to take their success for 
granted. ^We believe [in] the best service, 
including increasing the quality, new 


You have to move 
"like a shark". 


1 [7 these planes it’s best to actuall 


Sadly the initial release won't 
include the option of Spitfires. 


content, new maps, new tanks, new 
modes, satellite games. We have to keep 
working hard with increasing capacity. 
Right now we have 500 people developing 
and supporting World of Tanks and those 
two other games." 

Wargaming.net has invested most of its 
revenues from World of Tanks back into the 
company “We don't drive Ferraris, we 
don't buy castles in France,” says Victor. 
“The money goes back into new 
engineers, more opportunities in 
marketing, so we are upping the position 
ofthe game as we speak." 


Karmic police 
Victor is very much aware how lucky his 
team have been to achieve what they did. 
“We paid our dues, of course, to the 
gaming community and so the karmic 
authority thought, ‘OK, they’ve made the 
mistakes they could have made, they’ve 
been serving the community for 12 years 
so let them have this time’.” 

Lessons have been learnt from the 
first game, too. The number of people 


playing World of Tanks caught 


There are three styles of 
aircraft to choose from. 


Wargaming.net by surprise, forcing 
along beta period. Victor assures us 
they're trying for a shorter turnover with 
the World of Warplanes beta, starting 


this December. 


Tanking up 

There are technological improvements 
too, with BigWorld assisting on an 
upgraded version of the World of Tanks 
engine to launch with the game. “I’ve 
done a lot of games before,” says Victor. 
“Tve done a lot of engines before that, 
and the engine that World of Tanks 

has behind it is unique. It’s a combination 
of BigWorld’s cool, new load-balancing 
and server-side technology, with lots 
of twists from our side and [the] 

server side.” 

We asked Victor if there were ever 
plans for planes and tanks to fight 
alongside each other in the same arena, 
but he says it won't be happening, 
unfortunately. The playstyles are just 
too different, not to mention the fact 
that World of Warplanes’ maps are 
significantly larger than any of those seen 


Ww 


in World of Tanks— many of them 15 
kilometres or more. 

Instead, the Clan Wars metagame, in 
which rival guilds battle for territory over 
a turn-based map, will link the two. 
Planes will fight for air superiority ofa 
region while tanks attempt to control 
the ground, success in both counting 
towards your larger goals. 


“Of course there could 
bebattleships, of course 
helicopters, of course 
big walking robots..." 


Wargaming.net are tightlipped on how 
exactly this will work, but it seems an 
interesting way to make sure the two 
games interact without fundamentally 
changing how the already successful 
World of Tanks plays. 

It’s going to be a busy time for 
Wargaming.net; at Gamescom they also 
announced World of Battlesbips, the naval 
component ofthe series. It'll be developed 
atthe same time as World of Warplanes, but 
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World of Battleships will be bigger, 
slower and with more powerful guns. 


taking a very different approach: bigger, 
slower, and with more powerful guns. 

World of Battleships, like World of 
Warplanes, is aiming for a shared currency, 
and the idea of seamlessly switching 
experience and gold between three 
different kinds of warfare is exciting. 

How much further can their ‘World of 
series go? “Even a six-year-old boy can 
come up with a list of obvious 
continuations,” says Victor. “There would 
be World of Tanks, maybe World War 1, 
but of course battleships, of course 
helicopters, of course warplanes, of course 
modern jet planes, of course big walking 
robots,” he says. “It’s not about having the 
ideas — everyone has those ideas. The key 
is to find the appropriate development 
team, or grow it, expand it, puta lot of 
money in so the game is quality, and then 
also wrap it up in community and support 
layers to service it right. Any of those 
games are possible, and would be a 
success, if they're done right.” 

So could we see World of Mechs? Victor 
justlaughs.m 
Tom Hatfield 
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"Tm pulling up screenshots 
just to feel like ’m playing 
again. I’m replaying only 
the snowy bits of Oblivion” 
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y coffee is stone cóld. I 
don't even know how 
long I’ve had it, I’ve been 
so completely lost in 
Skyrim. I’ve been 
granted a generous 
chunk of time to play 
the very latest build of the full game — 
no restrictions on what I can do or 
where I can go. And I’ve only just 
finished creating my character. 

Atthe start of the game, you're being 
led to your execution. I’ve skipped to 
just after you get out of that, when 
you're given one last chance to choose 
your race, gender and appearance 
before being let out into this vast and 
frosty world. 

Bethesda don’t want to spoil the main 
quest, and neither do I. The reason to 
be excited about Skyrim is your own 
story: theunique string of discoveries 
and adventures you run into. And 


because it's unique, I can tell you mine 
without spoiling yours. 

Mine was the story of a scarlet- 
plumed Argonian with manic staring 
eyes. As I say, Ispenta long time in 
character creation. Argonians are 
lizard men, and they’ve had a major 
overhaul in Skyrim: they look more 
monstrous, leathery, dinosaurian. 

Asin every Elder Scrolls game, you 
start as a prisoner with no history or 
status. But the war paint, scars and dirt 
you can add during character creation 
make it feel different this time. They’ve 
made it easier to make a character who 
looks desperate, bedraggled and fierce. 
Every race looks leaner and meaner: 
previously adorable wood elves have 
piggy, dead black eyes. Previously 
goofy orcs look fierce and tribal. Once 
aloof high elves look withered and 
cruel. And dark elves- wait, no, dark 
elves always looked like jerks. 


RELEASE 
NOV TI 


My scary-eyed Argonian starts the 
game in a cave. At the other end, a 
dazzling light shines through chunks 
of blue ice, and as I step towards it, a 
prompt appears: “To Skyrim’. 


Trespasser 

Morrowind let you offa boat, into a 
misty fishing village overlooked by a 
giant tick. Oblivion let you out ofa 
sewer, onto the shores ofa shining lake. 
Skyrim lets you out ofa cave, on the 
snowy slopes of a huge mountain. The 
craggy landscape stretches before you, 
half lost in the clouds. It's one hell of a 
sight. I turn around and set off in the 
opposite direction. 

This is what I love about Elder Scrolls 
games. I love not doing what I’m told, 
avoiding what I’m pointed at, and 
going where I shouldn’t. Anyone 
wanting to take the well-trodden path 
in Skyrim can head down thatslope, - 


NOVEMBER 2011 PC GAMER 57 


Blizzards feel oppressive, but you'll 
run into the odd travelling trader. § 
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Usea skill - 
picka lock, 
stabsomeone, 
casta spell. 


Perkimproves 
that skill, * 
sometimes ^ y 
dramatically. 


Choose aperk 
foroneskill, if 
you meetthe 
requirements. 


discover the small town of Riverwood, 
and kill a boss spider in a dark cave. But 
we've seen all that in the E3 demo- I 
want to see the rest of the world. 

A few minutes up the hill, I finda 
walled-off Nordic town I’m not 
allowed into. I hop on a few boulders 
and climb in anyway. Through a pair of 
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2 Frost Atronarchs are relatively 
ia harmless crustaceans that... * 


Afterafew 
dozenuses, 
skill levels up 


Afterfiveorso 


2 Skills level up, 


character 
levels-up. 


adventurers rotting in tiny cages. Only | 


one seems worth looting —a robed guy 
with a book in his cell — but it's locked. 

Lockpicking is no longer a tumbler- 
tickling nightmare: you just swivel one 
pick to what you hope is a sweet spot, 
and try turning the lock with the other. 
Tell turn a little ifyou're close to the 
sweet spot, but turn too farin the 
wrong position and the pick snaps. It's a 
system that works well in Fallout 3, and 
it feels slicker here. 

Persuasion, by the way, isn'ta 
minigame atall this time. Certain 
dialogue options have ‘[Persuade]’ in 
front of them, and your chance of 
success — which isn't shown — depends 
on your skill. I never succeeded at one. 

The wizard has nothing much on 
him, but the book is worth it: it teaches 
me Spark, a streaming lightning spell. I 
try it out ona ribcage: a crackle of white 
energy leaps from my hand, jolting it 
across the room, and doesn’t stop. The 
roaring current keeps flowing as long 
as you hold the button. It's an addictive 
feeling of power. 

Back out in the wilderness, I decide I 
need a destination. The map, when I 
bring it up, is beautiful: a bird's-eye- 
view of the world, in full 3D and 
rotatable to view its geography. Parts of 
it are swamped in mist because, 
apparently, it’s actually misty there at 
this moment. 


I pan beyond the mountain I'm 
climbing now and look for the nearest 
city in this direction. Off to the east, 
the snowy slopes give way to milder 
forests running along a meandering 
river, and a few miles later the river 
leads to a city. I'm going to Riften. 

You can’t fast-travel to cities you 
haven't visited already, but I want to 
walk itanyway. I haven't gone far up 
the slopes when it starts to snow— 
lightly, then heavily, then a full-on 
blizzard. A cold haze creeps over 
everything, and I can barely see where 
Tm going. I stumble on some carefully 
piled rocks, and follow a trail of these as 
best I can. Until I come to one that’s 
splattered with blood and decorated 
with human bones. Ah. 


Crossing the streams 

My compass indicates some kind of 
thing nearby, so I head to it. I could use 
a thing about now. 

The thing turns out to be Orphan 
Rock, a huge mass of stone jutting out 
from the mountainside. Scrambling 
through the snow, I find a way to the 
top and peer out into the storm. All I 
can make out is what looks like a huge 
carcass to the east. I jump down to 
investigate, and realise it’s a horse: dead 
and twisted next to an upturned cart. I 
'search' its ‘inventory’ and ‘collect’ 
some horse meat, then freeze at the 


sound of steel. I scan the wreckage for 
movement, and realise there's a large, 
shaggily dressed warrior making his 
way around it, battleaxe drawn. 

Soabout the new dual-wielding 
system. In your inventory, you equip an 
item or spell by pressing the button you 
want to assign it to: left or right. There 
are virtually no restrictions on what 
you can mix, so I'd mixed a flame spell 
in my left hand with the new lightning 
one in my right. And in the heat of the 
moment, it's pretty natural to just hold 
down both. 

The crackling torrent of fire and 
electricity takes even me by surprise. A 
separate stream shoots from each hand, 
but they're so thick and chaotic that it 
often looks like one vast beam of 
lightning and flame. I can barely see 
the warrior through the dazzling blaze, 
but when my magicka bar runs dry 
there's only a corpse. At which point, a 
long sharp object zips past my head. 

Archers. Two of them, and I have no 
magicka. I will solve this by standing 
exactly behind a tree until I do. This is 
what they did fora cover system in 
fantasy times. 

Unfortunately, the warrior has a 
friend with a sword and shield, and he 
knows his way arounda tree. I need 
something else to attack with, so I 


browser, in that you can bookmark 
items and bring that shortlist up 
in-game. Time is paused while you 
choose, so it's not like a hotkey system — 
a difference I was glad of in this tight 
spot. I'd bookmarked my best one- 
handed sword, and I had two of them, 
so I hit the left and right buttons to put 
one in each hand. 

Melee combat is slightly more 
satisfying than in Oblivion, but light 
blows still feela little unconvincing, 
and heavy ones still a little clumsy. My 
enemy was excellent at blocking, but I 
hada crucial advantage: I wasn't going 
to ever stop attacking for any reason. 
Eventually he just couldn't block all the 
blows from both my swords all the 
time, and he fell to his cuts. At which 
point, I had a full bar of magicka and 
my fire and lightning spells 
re-equipped. Charge! 

Iam nota skilful man, so it took 
my whole magicka supply to 
keep my dual streams on 
the first archer long 
enough to burn him to 
the ground. Back to the 
favourites menu: two axes! 
Againsta man with a bow, this 
fight goes better — it ends when I 
bring both axes crashing into 
either side of his head witha 
special dual power attack. 

Suddenly I'm alone in the blizzard, 


Two-handed weapons A 
g , feel clumsy but good 
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* You can't block Flamethrower f 
TEC Hands Einstein. | 


“Archers. Two of them, and I have 
no magicka. I will solve this by 
standing exactly behind a tree” 


among the corpses of both the 
attackers and the travellers they 
evidently ambushed. I put my axes 
away and set off towards Riften. 

The blizzard doesn’t letup, and it’s 
getting dark. I start looking for another 
thing. My compass suggests there’s a 
boxy thing with lines in itto the north 
anda triangular thing to the west I’m 
not yet familiar with what these icons 
represent. I head for the boxy thing, 
and by the time I arrive it's night. 


Shacking up 
It’s a small shack, lit by lamplight from 
the inside, and pretty glowing insects 
buzzing around outside. I try to catch 
one. ‘Sparkfly thorax collected". 
What?! No! I didn't mean- nevermind. 
Inside, I find the journal of an 
alchemist who lived here for a while. I 
use his apparatus to try mixing a few 
potions of my own: any two ingredients 
with a common effect will make a 
9 potion, but you have to eat one raw to 
24 find outany of their effects in advance. 
| Inthe case of Nightshade and Death’s 
Bane, I decide to forego the taste test 
and just experiment. They produce a 
strong poison, which I apply to a 
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Conjuration lets you summon 
powerful temporary weapons. 


Skyrim’s craggy landscapes 
mean huge drops. 


sword I will forget to ever use again. 

Finally, I shut the door and decide to 
see if I can sleep through this storm — 
or at least the night. 

‘The next morning the sun is shining, 
Ihave a bonus to my health and 
magicka for sleeping in a good bed, and 
it's only a short trudge through the 
snow before it gives way to an autumnal 
forest: silver birches with rustling 
yellow leaves. Soon I reach a camp of 
halfa dozen large tents, erected around 
a fire with a roasting spit. Imperial 
guardsmen are milling about in their 
Roman-looking armour, so I trade 
with their quartermaster and then try 
their cooking apparatus. 

Cooking is a new feature where, as 
soon as you bring up the interface, all 
the imperial guardsmen around you 
draw their weapons, start shouting, and 
then run up the hill behind you while 
you gently stir a pot. Wait, I’m not sure 
that’s meant to happen. 

Tjoin the guards, but I can’t see 
what they're reacting to. 
Following their gazes, I 
head up a hill outside 
camp, then finally see it: a 
Redguard woman in 
leathers on a high rock, raining 
arrows down on the camp 
below. I draw a newly 
purchased warhammer, 
itching to uy Qut two» 
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weaponry on someone relatively 
defenceless. 

She draws a battleaxe. She runs at me, 
storming down the hill. I draw my 
warhammer back. She draws her 
battleaxe back. I swing. She swings — 
and an arrow hits her in the side of the 
neck, sending her flying off my screen 
and tumbling gracelessly down the hill. 

Guys! Iwas having a dramatic 
hands-on preview moment! 


Cooking and metalwork 
Back at camp, I get the hang of 
cooking, then blacksmithing: both are 
basically lists of things you can produce 
that pop up while your character looks 
busy in the background. Cooking 
turns raw food items into stews that 
give you long-lasting buffs, such as a 
venison stew that steadily regenerates 
your health for five minutes or so. 
Blacksmithing turns metal ores into 
armour and weapons, but better item 
types are locked off until you get the 
right blacksmithing perk. I also had a 
go on their grindstone: you can 
sharpen weapons for extra damage. 
Elsewhere, you can use enchanting 
shrines to add spell effects to any 
weapon, and even destroy magical 
weapons to learn their enchantments 
and apply them to something else. 
While I tinkered, a guard mentioned 
that the legion are always looking for 
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“Girl, you don’t look hideous” P 
is flattery in Tamriel. 


You don't have to carry a lab = 
to do alchemy this time. 


help. It turns outyou can actually join 
the Imperial Legion in Skyrim, and 
they're one ofa few non-guild factions. 

Near the camp, I find a ruined 
temple of some kind, half-overgrown. 
I'm about to investigate when a half- 
naked man runs up to me and gets my 
attention. Since this isn't Oblivion, that 
doesn't mean my head is sucked into his 
for a creepy conversation where his face 
fills the screen — Im just turned to face 
him, rooted to the spot but free to look 
around while he talks. 

“Here, hold on to this for me! I can’t 
keep it, but I'll be back for it later." 

Since the item in question is a 
Battleaxe of Souls, I accept. Before the 
guy can even run off, a hunter appears. 

“Have you seen a thief anywhere?” 

I look round at the thief, then back to 
the hunter, and consider the axe in my 
inventory. ^... no.” 

“Damn. Well, if you see him, let me 
know, he has something of mine." 

Assoon as the conversation ends, the 
hunter sees the thief and draws his bow. 
Not wanting to be left out, I draw my 
new battleaxe and crush the thief with 
an overhanded power attack. I look at 
the hunter, then back to the stolen axe T 
just used in front of him, and crush him 
with it too. 

I’m still a long way out of Riften, and 
it’s taken me an hour to cross a patch of 
snow that looks tiny on the map. There 


CAREER PERKS The best reasons to level up 


Each time you level up inSkyrim, you choose one p 
. perk. Andif you increaseoneskill enough, the 


perks you canaddtoitare incredible. This is a 
quick tour of the coolest onesin the build I 
played - they may change before release. 
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SNEAK 


Vanish 

4 Entering Sneak 
modein combat 
forces your attacker 


Silent Roll 
Sprinting while 
sneaking performs 
anoiseless 
forward-roll. 
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SPEECHCRAFT — 


Bribe 
Payaguardtolose 
thebounty on your 
headwithoutgoing 
tojail. 


_LOCKPICKING 


Sleight of Hand Wax Key 
Pickinglocksisnow Automatically 
undetectable to gives you the key 
everyone standing that fits the lock 
around watching. i you just picked. 


are, however, a few horses here at camp. 
On the one hand, they're not for sale 
and everyone's watching me. On the 
other hand, woo! Horsey! 

You now steer horses the way you 
steer yourself - they don't use the 
vehicle-style controls of Oblivion. It’s 
not a dramatic change: horses are still 
justa reasonably fun speed boost, but 
one I badly needed to reach Riften. 

Imake excellent time galloping along 
the leafy riverside road, and I even stop 
to say hi to some Rift Guards who've 
made camp by the river near the city 
gates. This, it turns out, is a mistake. 


Neigh-sayers 
The Rift Guards are a separate faction 
tothe Imperial Legion, so they don't 
much care about the bounty on my 
head for stealing this horse. But when I 
get back on my horse, they're suddenly 
furious. He's stealing the horse he rode 
inon! GET HIM! 

This sort of lunacy will be a familiar 
tale for anyone who horse-rustled in 
Oblivion. But in other ways, the crime 
system is more advanced: each city is its 
own faction, so crimesin one don't get 
you in trouble in the next. And if you 
can kill everyone who saw you commit 
a crime, you'll get a notification that 
there are no surviving witnesses, and 
your bounty has been cleared. 
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r: Pickpocketing 
sleeping people 
always succeeds. 


mA 
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1596 chance of 
i paralysing the 

target withan 


gallop on to Riften inside of a minute, 
butarrive with arrows whizzing past 
my head and sticking in my horse. Two 
guards atthe gates charge at me on 
sight. I try dismounting and putting 
my weapon away, the way you usually 
surrender to the guards in Skyrim, but 
they don't relent. As much to escape 
their blades as any actual desire to be 
here, I burst through the city gates. 

It gets rough. Guards are streaming 
in from every side street as I barge 
through the busy market in the centre 
of town, jump over fences and weave 
between bystanders. This is not how I 
wanted to see the city. I leg it through a 
gate in the walls. 

Outside, something bizarre is 
happening. The Imperial Guardsmen 
chasing me for the first time I stole 
the horse have run into the Rift 
Guards furious with me for the i 
second time, and they’re both much 
more furious with each other. A 
small war breaks out in front of the 
city walls, and for once I'm 
not under immediate 
attack. When there’s only 
one guard leftamong the 
bloodied corpses, I walk 
straight up to him, weapon 
sheathed: please, please arrest 
me. He arrests me. 

In Oblivion, a few of your skills would 
atrophy as you rotted in your cell. In 
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" Misdirection 
Pickpocket an 
equipped weapon, 
provideditisn’t 
currently drawn. 


Perfect Touch 
A Pickpocket even 

equipped items, 
including armour 
! andweapons. 


Poisoned 
Poisons placedina 
character's 
inventory now 
poison them. 


MARKSMAN- 

- Focus 
Zoomin while bow 
isdrawn. 


Steady Hand 
Timeisslowed 
while zooming in. 


Ranger 
Movefaster with a 
bowdrawn. 


Masterofthe 
Mind 

Illusion spells work 
evenonthe 
undead. ^ 


SilentCasting 
All spells fromall 

+ schoolsof magic 
aresilenttoothers. : 


Hypnotic Gaze 
Calmhigherlevel 
people and 
creatures. 
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MERCANTILE 


Allure 
Receive a 2096 
discount from 
vendors of the 
opposite sex. 


Master Trader 
Every vendor has 
10,000 gold tobuy 
items with. 


Fence 
Barteryourstolen 
goods withany 
merchant you have 
investedin. 


"Larrive with arrows whizzing past 
my head and sticking in my horse. 
Two guards charge me on sight” 


Skyrim, this doesn’t happen, but your 
progress towards your next pointina 
few skills will be reset. It's a much 
milder penalty —I don’t even notice 
which skills I’ve lost progress in. 
Finally exploring Riften without 
being stabbed, I find a remarkable city. 
A river runs through it, and in places 
the cobbled streets give way to sharp 
drops to the water below, wooden 
walkways running along the houses at 
street level. Below that, a network of 
piers connects the doors of grubby- 
looking subterranean dwellings, their 
| doors almost at water level. From the 
chatter around town, I hear there’s a 
network down there called the ratways, 
where the Thieves Guild hide out. Rift 
Guards with ominous helmets that 
conceal their faces growl as I pass. In all 
kinds of ways, it reminds me of Vivec, 
] Morrowind's intimidating capital. 
{ When Iaskart director Matt 
3 Carafano about the other cities, he says 
they’re all unique. “We worked really 
hard to make those feel distinct. So 
Riften is a rundown lake town, but it’s 
setin the beautiful fall forest area. 
Whereas Markarth is built in an 
ancient dwarven ruin in cliff sides, so » 
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"Pouring out lightning and 
fire at the same time was a 
feeling of power I never 
had in Oblivion” 


it's very different. Solitude is more like 
a castle city, kinda influenced by an 
imperial style. Windhelm is an ancient 
Nordic fortress, so it's full of really old 
Nordic architecture. And you have the 
city of Whiterun in the centre, which is 
amore classic Viking — almost 
mountain-style — city in the tundra.” 

Backin the market, a shifty-looking 
man runsup tome. He'simpressed that 
Isaw through the corrupt guard atthe 
north gate, but he thinks killing him 
was a little harsh. I... what? 

I deduce he’s a thief with some kind 
ofscam going with a guard. ‘That guard 
must have been killed in the fracas I 
caused at the city gates; and he's 
assuming I rumbled his scheme and did 
itintentionally. That’s wildly untrue, 
buthe's so impressed with my instincts 
that I decide to accept che credit. He's 
offering me work: he wants a vendor in 
town brought down, so he needs me to 
pickpocketa valuable ring, then place it 
in the vendor's private chest. He'll 
create a distraction while I. work. 

My new friend shouts to all the 
shoppers and vendors to gather round, 
and they do. My mark sits on a crate in 
front of some barrels, and as the thief 
rambles about a dragon elixir he's 
discovered, I sneak up behind the 
vendor and rifle through his pockets. 
"ThemomentlI cake the ring, he 
screatns “Thief!and the guards flood 


in. Iam new at this. 

I didn’t know it at the time, but in 
Skyrim, your chance of successfully 
pickpocketing something depends 
partly on its value. Rifling through 
someone's inventory is no longer a 
crime —at least, nota detectable one. 
But when you take something, the 
chance you'll get away with.it depends 
on your pickpocketing skill; the weight 
of the item, and how much it's worth. 
People pay more attention to their 
valuables, this rule implies. 


Jailhouse lock 

I don’t resist arrest, but /mnot willing 
to serve time for this. As in Oblivion, 
you wake up in jail with a single 
lockpick, somehow seereted about your 
person. Unlike Obhvion, it was actually 
enough. Before long, I’m out ^no skill- 
progress reset. Man, Ishould be in the 
Thieves Guild. 

I decide to find the Thieves Guild: 
Notlosing my skill progress pays off: 
soon Llevel up, and finally decide to 
rest. Thisis where Skyrim goes from 
exciting toa thing we needa new 
superlative for — not the resting, but the 
levelling up. Your skills improve as you 
use them, and improving enough skills 
increases your character level. ‘That lets 
you choose a perk: a tweak to one of 
yourskills that makes it more effegpive. 


| So yowhave an element of choices but =| 


x 
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[ Pfft, anyone can do that. Seriously, 
everyone starts with that spell. 


you can't pick a high-level perk for a 
skill you haven't practised much: they 
have requirements. 

The selection is literally dizzying. I 
have a sort of buzz in my brain as I 
scamper around the menu reading up 
on all the options I'll never unlock in 
the time I have left. I have two perks 
saved up — you're not forced to spend 
them as soon as you level — so I put 
them both into Destruction magic. 
The first halves the cost of all low level 
destruction spells, including my fire 
and lightning ones. The next enables 
dual-casting: when you equip the same 
spell in both hands, you can fire both at 
once for a single, disproportionately 
more powerful beam. 

I blunder into a few dwellings before 
Ifind the ratways. They turn out to be 
a string of incredibly tight tunnels, 
dank and filthy. Almost immediately, I 
come out into a larger chamber and 
finda gaggle of thieves. Excellent! 

They demand all of my money. 
Dammit, I forgot that was the problem 


p—ÀMDDDDD D with thieves. Renegotiating, I suggest 
Leon (OPM) Jon(OXM) Martin (Edge) Me (PCG) that I keep all of my money, and they 
Headed to Riverwood, Sabotagedthesame Headed west, slaying Headedeast to Riften, got instead take all of the fire I’m now 
helped an elf keep his coupleLeon helped, was necromancersandspectral ^ caughtstealing a horse and shooting from my hands. It's a tough 
girlfriendandgainedhimas ^ rewardedwithasong. cats. Tooka quest toslay caused a huge battle sell: some of them feel I should take one 
acompanion. Playedtag Explored the intricate bandits, then went to between twosets of guards or two of their arrows in return, and 
withthelocalchildren,then  EmbershardMine,then Whiterunandjoined the chasing me. Explored the one thinks his fists should be part of 
killeda dragon. movedonto Whiterun. Companions Guild. ratwaysunder the city. the deal. There’s only one thief left 

a yaa when Irun out of magicka, so I bring 
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Dwarven ruins are 
steampunky. 


out my warhammer and crumple him. 
Dead, he’s more generous: I’m 
suddenly the excited new owner of the 
Gloves of the Pugilist. 

+15 damage on your unarmed attacks 
wouldn’t be much in another RPG, but 
Elder Scrolls games are stingy with 
stats. These gloves are a big deal. 

It’s not long before I get to try them 
out. My first punch smacks a huge 
chunk off of my attacker’s hitpoint bar, 
so I try a power attack. I grab him, he 
disappears off screen, there's a 
sickening crunch and I drop his limp 
body to the dirty ground. 

Until now I haven't seen many 
finishing moves, but with the gloves 
I'm doing them almost every fight. I 
stride through the ratways taking on 
all-comers, letting them close on me 
and then breaking them. I even discover 
you can mix spells with hand-to-hand 
combat: the funniest setup is to use a 
lightning spell in my left hand and keep 
my right as a fist. I shock people froma 
distance, then simply knock them out. 


Each city is its own faction, 
with its own distinct armo 


undergrowth. Eventually I find an even 
bigger area with a lake of fetid water in 
the centre, a jetty with tables and chairs 
on the other side, and a fire glowing 
behind it. 

I creep around the edge of the 
chamber and see people sitting in some 
of the chairs. I realise it’s an 
underground tavern. And the people 
here all seem rather... thievey. Since the 
first rule of the Thieves Guild is that 
you don’t tell everyone who wanders 
into the Thieves Guild that this is the 
Thieves Guild, I check with Bethesda — 
yep, this is the Thieves Guild. I've 
found it at last. 

Unfortunately, no one in the entire 
establishment wants anything to do 
with me. It suddenly occurs to me that 
the guy I failed the quest for earlier — 
you know, the thief — might have been a 
Thieves Guild member trying to 
recruit me. Whether because I messed 
thatup, or simply because I don't have 
an ‘in’, the Thieves all treat me like 
dirt. 


He could actually use 
your arm to floss. 


"[realise it's an underground 
tavern. And the people here all 


seem rather... thievey" 


importantly, the new systems 
completely blow open the possibilities 
for evolving your character. I can't stop 
thinking about all che possible 
combinations of weapons and spells I 
want to try together when the game 
comes out - pouring out lightning and 
fire at the same time was a feeling of 
power I never had in Oblivion. 
Andeven more tantalising, the perks 
you can unlock open the way for 
ridiculous high-level characters. An 
archer who can slow time while he 
aims, knock people off their feet with 
his arrows, and run like the wind 
between shots. A conjurer who can 
bring his defeated opponents back to 
life, two ata time, to fight for him as 
zombies. Or a thief who can steal che 
armour off your back, pick a lock right 
in front of the guards, and even slip a 


poison into your bloodstream unnoticed. 
Ican’t shake the obsession Skyrim has 
left me with. I’m pulling screenshots up 
on my monitor just to feel like I’m 
A playing again. I’m scribbling character 
| builds on napkins. I'm replaying only 


. i I have about five 
Getting carried away minutes left. I put my 
I’m coming to the endofmy time with | gloves back on. 
Skyrim, and increasingly anxious that Before playing it, I wasn’t 
I’m not going to find the Thieves totally convinced Skyrim 
Guild before Bethesda haul me away. would bea huge leap forward 


The ratways are long and intricate, and | from Oblivion. It is. For all the A OFA: N the snowiest bits of Oblivion. And I'm 
all I’m finding are big chambers similarities, it feels like a new world, j| Archery works best j wondering what the hell November is 
dominated by tree roots. and ritfant rendered ata new level of fidelity. More $ doing way over there. m 
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PC Garner is thicker and heavier. Weve replaced the coverdisc with a ridiculous j A 
number of extra pages and the awesome free gifts you'll find on this card. “fu aunts 
Well be bringing you codes for free trials, starting this issue with a free month's 

access toOnLive the cutting edge cloud-gaming service that lets you play a 

huge range of games you dont own. Better still, weve got you an impossibly TIMEDWARUS 


; a OR 
sharp, exclusive Tearn Fortress 2 hat. Enjoy! | - tim edwards@futurenet.com 


* 


M 
A 


Hats are the new black. 
Everyone knows that. 


MAH My WHAT? 


You have a free Team Fortress 2hat! | Whatifthatdoesn'thappen? one for free at steampowered.com, at which 
It’s called the Killer Exclusive and Ifyou got your mag super earlyandthehat | pointyou will, again, own Team Fortress 
it marks you out as an elite member | goes into the game super late, it might not 2. It’s free! 
of the press corps with important-looking be in yet. Give ita day or two and see bit. ły/ 
credentials tucked into the ribbon. giftageddon for any updates. Whereelse canpeople get this hat? 
Right now, nowhere. It can't be crafted, 
How dolgetit? Whichclasses can wearit? found or bought. Once this issue is no 
Start up Steam, go to Games and choose All of them. All the classes. All of the classes | longer on sale, though, it'll pop up in the 
‘Activate a product on Steam’. Typein your | can wear it. How else to put this? game like a normal hat: a rare find, a costly 
code as it's shown on the card — it's case craft, or a real-money purchase in the 
sensitive. When you start up Team Fortress | \don’thave TeamFortress 2! Mann-co store. However, only loyal PC 
2, you should havea notification informing | Ifyou havea Steam account, you do. If you Gamer readers like yourself get the 
you of your shiny new head protector. | don't have a Steam account, you can create ‘Genuine’ quality version of the hat. 
7 a li 
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Mael 


Welcome to a new world 
of gaming... 
$ 


Borderlands Game of the Year 


Edition 


A FREE MONTH OF ONLIVE 


Whats OnLive? And why have I gota month of it? 


| OnLive lets you play a huge selection 
! ofgames from the cloud even if they 
couldn't run on your machine locally. 
The games run on OnLives servers — 
your keyboard and mouse input is sent 
tothem, and video and audio are streamed 
backto you. And so, for obvious reasons, 
you will need a fast internet connection. 
It's an amazing idea, and of course 
everyone's first question is: but does it 
really work? 
Well, we're giving you a month's access 


for free, so that you can find out for yourself. 


OnLive has been going in the US fora 
while, and results have been surprisingly 
good. It's just launched in the UK, so now 
we can all finally find out if our broadband 
connections are up to it. (Gulp...) 


Whatdoesthis code give me? 
The service normally costs £6.99 a month 
for unlimited access to over 80 games, but 


Darksiders 


2 


Doc Clock: The Toasted 


the code on your card opposite will get you 
30 days’ access for free. 

The free period starts when you activate 
your code and ends 30 days later, so you 
can’t pause your free time after it’s activated. 
The offer ends on November 30, so make 
sure you use your code by then. 


Howdolstart using it? 
To activate your code, just head to 
www.onlive.co.uk/pegamer and sign up for a 
free account. Then download the client, log 
in and select PlayPack - that’s the juicy 
bundle of over 80 games you'll get access to. 
"Type out the code as it's written on the 
card — remember, it is case sensitive — and 
the free time will be added to your account. 


What gamesareonit? 

The full list of over 100 games to play will 
be published on September 22 when 

the service goes live, but is expected to 


Free Trial 


Sandwich of Time 


Kids and Family, Puzzle 


eee You can play 
game roulette. 


include the likes of: HozzeFront multiplayer, 
FEAR 3 multiplayer, Borderlands, 

Deus Ex: Game of the Year Edition, The 
Witcher: Director's Cut, BioShock, Just 

Cause 2, Hitman 2, Lego Batman, Supreme 
Commander, Tomb Raider: Anniversary, and 
Unreal Tournament III: Titan Pack. 


What else dol need to know? 

How savvy of you to ask. Check the terms 
and conditions for this offer in The Small 
Print, below. If we have any further info 
we'll let you know at bit.ly/Giftageddon. 


What if something goeswrong? 

If you do encounter any trouble, checkout 
our support forum: Dit.]y/CodeSupport. 
We'll post any announcements there, 

and if there's anything we haven't covered 
you can post to let us know. And if we do 


' have any updated info on these offers, 


you'll find it at bzt.4)/Giftageddon. Happy 
gaming folks! 


-Offer cannot be redeemed for cash or other goods 

-Offer is for new UK users of OnLive not already 
subscribed to the PlayPack 

- PCGamerreaders need tosignup fora free OnLive 
account, create a Playertag before redeeming the 
promocode. 

- The promocode gives 30 days’ free access toall the 
gamesinOnLive's PlayPack subscription bundle. 

«PCGamer readers who take advantage of this offer will 
remain subscribed to the PlayPack Bundle after the 30 
days of free access unless they opt out. Anyone who 
remains subscribed will be charged £6.99/month for 
PlayPack access. 

Readers may cancel theirPlayPack Bundle 
subscriptionatany time; any partial month willbe 
charged the monthly rate of £6.99, 

* All vouchers expire onNovember 30, 2011 
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Todd 
Howard 


Game director, 
Bethesda Softworks 
Credits: Daggerfall, Morrowind, 
Oblivion, Fallout 3 


What’s it like 

working withid? 

I'm the biggest id fanboy... they 
go “What do you think?” and 
l'm like “Awesome!” And they're 
like “No really, tell us 

what works.” 

Was working onSkyrim 
abig adjustment after 
Fallout? 

It tooka few weeks. 


Canyoulevitate in 
Skyrim? 

You cannot, no. We did that in 
Morrowind and then we found 
any cool level design idea you 
have can be ruined with 
“Yeah, levitate." 


THE 242735: 


INTERVIEW 


The manin charge of Skyrim, TODD HOWARD tells us about 


marriage and chicken snitches. By Tom Francis 


laying Skyrim made me 
realise just how huge, 
fresh and exciting it really 
is. lasked game director 
"Todd Howard how far it’s 
come from Oblivion, and what some of 
his favourite discoveries have been. 


IsSkyrim as big aleap forward for 
the series as Oblivion was? 

Hard to say... I have a hard time 
looking at it that way. I think it's 
close. I don’t know that I would say 
it's as large a leap, just because the 
technology gap between Morrowind 
and Oblivion was greater. 


But do you feel onthe mechanics 
side it’s changed more? 

Tdsay about the same. The number 
of gameplay changes and things like 
that are probably on the same level. 


We've heard about the Radiant 
Story system ensuring akidnap 
victimis someone you've already 
met.Can you give any other 
examples of stuff you've seenit do, 
maybestuff that surprised you? 
Let’s see... something that was good 
lately — but this was a bug - lately we 
realised that chickens were reporting 


crimes. I found that very funny. That 
was just last week: “Why are we 
getting caught?” “Oh, the chickens 
are reporting the crimes!” 


[Laughs] Interms of intentional 
Radiant Story stuff, though... 
Intentional things that are 
interesting... Youcan get married in 
the game, and I had decided to marry 
this one woman who was my friend. 
And I forgot that I had done this 
Radiant quest for this other guy, who 
it turns out had liked her. 

When you get married, you can 
decide where you live. If you own a 
house, your spouse can move in with 
you, or you can move in with them. I 
had owned a house in the city of 
Whiterun, so I told her “OK we 
should live there.” I went there, and 
she hadn’t arrived yet, so I decided to 
wait. I slept. 

And then she showed up. I turned 
around and as she was standing 
there, I saw another door open to 
another bedroom and the other guy 
walked out! 

I had to call over the designer and 
say: “This guy! I forgot I did that 
thing!” and he said “Oh yeah, he’s 
going to visit her every day.” 

If you make him like her, he then 


Oh, the chickens 
are reporting the 
crimes! 


visits her every day, and doesn’t care 
ifshe’s married. 


There's no concept of fidelity. 
It's my wedding night, guy walks out 
ofthe bedroom! 

Tm trying to think on my feet right 
now because these are just things 
from last week. If you ask me next 
week, I’m sure there'll be something 
new. The marriage one is nota bug, 
it’s a thing — the chicken one is 
unintentional, a bug. 


When | played, | found a pair of 
gloves that gave me +15 damage to 
unarmedattacks, andit totally 
changed the way I played. Do you 
have any favourite items like that? 
One of my favourites is a shout that 
turns things to ice. On the surface, 
you shout and the wind turns the guy 
to ice, and what's neat here is it acts as 
a paralysation for a period of time. So 
it visually looks neat because he falls 
over encased in ice. And during the 
time that he’s in the ice, he’s taking a 
little bit of cold damage — not enough 
to kill him. 

When the ice is done, it kind of 
shatters and that hurts him a lot. So 
you can use the shout and 
incapacitate people, and then move 
on and hope that when it shatters, it 
kills them. Ifyou hit the ice then it 
will shatter and hurt them a lot. 

So even amongst this basic shout, 
there's some gameplay: “OK, I’ve 
incapacitated these enemies, do I 
want to shatter the ice? Will that kill 
them? Or they're tough enough, I'd 
rather just leave them encased in the 
ice for as long as possible and deal 
with something else or move on.” 


That’s cool -Paralyse was always 
my favourite thing in Oblivion. 
Yeah, we still have that as well. 


When yov’re not doing the main 
quest, how commonis itforyou to 
runintoa dragon? 

You have to doa little bitofthe main 
quest — just the initial stuff— for the 
dragons to really start appearing, 
because itsits in with the story. After 
that point, the more of the main 
quest you do, the more dragons 
you'll run into. But it's hard to 
quantify it. They appear every once 
ina while. Not ata rate that is 
annoying... it still feels special. It's 
hard to know how people will play 
the game and it's a little bit random. 


Iwas wonderingif the people who 
tendto avoid the mainquest would 
eventually gettired of dragons 
killing them all the time. 

Yeah, that was one of the reasons 
why we did it that way: so if they 
don’t want to proceed in the main 
quest, they’re not going to get 


This is the Argonian Tom got to 
play. We all hate him now. 


spammed with dragons. Because 
when one of them arrives, it changes 
whatever you're doing at the time. 
You could be on a different quest, 
going to a town, and a dragon shows 
up, so you're going to have to find a 
way to kill the thing or work with the 
townspeople or run away. So we 
spent a lot of time on that, and I 
think thatthe balance on thatis 
pretty good right now. 


InFallout3itfeltliketherewasa 
lot more focus on putting unique 
content into just the wilderness, 
like every building you found... 

We did thata ton in this, yup — and 
toa massive level. Literally hundreds 
of dungeons... we realised in Fallout 3 
that that kind of environmental 
storytelling, where you come upon a 
little scene, is really good. So we've 
tried to do ita lot more. 


Doesevery dungeon have 
something unique init? 
Just about, yeah. 


Doyouhaveany kind of guidelines 
forhow to write a good quest? 

We do, and it's hard - they're 
lengthy. In general what we try to do 
is give the player a lot of avenues to 
succeed, and as much as possible have 
activity during the quest, so it's not 


/7 WorldMags 


Now we don't do that all the time, 
but as muchas we can make the quest 
kind of tell a story while you're in it. 
That’s a better quest. Even if it’s “Go 
to this dungeon and get this thing.” 
OK, well what happens in the 
dungeon? We try to make it more 
than just setup — “This why I want 
you to do this" — and then you go and 
do it, and come back. 

There are still things like that, 
because we have a /ot of quests, and a 
lot of random quests. The Radiant 
Quests are simpler, they're more: 
“Go do this, get this, come back.” 


Sothoseare the ones where you 
script very little andlet Radiant 
Story feed inthe rest? 

Right, but there’s also the more 
story-based ones and faction-based 
ones where it’s all hand-done. 


M a m 
Only one of these will let you &. 
scratch them behind the ears. Ki 


Doyou want the playertoknow 
when they’re doing one of those 
more generated quests? 

They can tell - they're separated in 
the interface as just little objectives. 
They feel appropriate for what it is. 

You go to a tavern keeper and you 
say, “Hey, do you have any work?” 
and he says “Oh the yarl” — he's like 
the king - “the yarl's asked for a 
bounty on this bandit leader's head." 
And he hands you the bounty letter. 
Then that generates ‘it’s this guy and 
this dungeon’, and you go and kill 
him. So that feels appropriate for 
what itis. 


You'll be releasing mod tools — will 
they let us doall the things we can 
do with Oblivion's mod tools? 

Yes, and more. It's the editor that we 
use, the Creation Kit for Skyrim. 


Sowecanmess around with 
Radiant Story and things like that? 
Absolutely, and that's one of the 
things where we changed ita bunch 
during development, and so the 
amount of time that we have had to 
make content on the final version... I 
think the users are going to do a lot 
ofreally cool stuff with it that we 
didn'teven think about. 


The Elder Scrolls V: Skyrim zs due 
out November 11. We are quite excited.m 
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Inside 2012s most 
exciting new game 
By Craig Pearson 
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Firefall is a free-to-play 
nj online shooter being 
developed by Red 5 Studios. 


It's their first game and has been in 
development since 2006, with the 
60-strong team of developers seeking 
to create a highly competitive, skill- 
based, open-world shooter thatalso 
has MMO elements. 


The game takes place on 
02) an unrecognisable future 

Earth. The discovery of 
Crystite, a new clean energy source, 
led to an event called The Melding, 
which involved a hostile energy 
storm wiping out most of the world’s 
inhabitants. As if that wasn’t enough, 
it brought with it an alien race called 
The Chosen. Firefall has PvE and 
PvP missions, but all of the human 
players are fighting in a common 
cause against The Chosen and trying 
to re-establish humanity. 


While ithas MMO 
aspects, the game is 

primarily a cooperative 
and competitive shooter, with 
agile, jetpack-driven soldiers 
fighting against The Chosen out 
in the wrecked world, or fighting 
each other in PvP battles. 


An important design 
04 | decision that the team 
made back in the early 
days of development helped 
them succeed where the likes of 
APB failed: making the shooting 
stand on its own legs. Red 5's 
CEO, ex- World of Warcraft 
lead developer Mark Kern, 
explains: “I like to draw these 
two circles that intersect, and 
one’s how a shooter feels and 
the other’s an MMO feel, and 
then the little sliver where they 
intersect is where the suckis. 
We were watering down both 


and it didn’t feel right.” 


So Firefall was rebooted, 
05 with the team primarily 
designing and tweaking 


the shooting parts before 
selectively adding the MMO 
elements that made sense. 
There are no dice-rolls when 
shooting and headshots count 
as double damage. 


The MMO elements 
06 include the open world, 
missions, crafting, 


guilds (called armies in Firefall) 
and character progression. 


Players are humans who are 
augmented by Battleframes. 
Executive producer James 


Macauley explains: “Classes are 
defined by the equipment that you 
are currently wearing. You can 
equip different types of Battleframe 
chassis which give you access to 
Battleframe-specific backpacks, 
abilities and weapons. The specific 
combination of gear is stored as a 
loadout which you can equip at any 
Battleframe station. These are 
typically located near spawn points 
in both the open world and in our 
competitive matches." 


There have been four 
08 | Battleframes revealed — 
Assault, Medic, Recon and 


Engineer — but there are more to 
come. All classes are capable of 
flight, using jetpacks, and all have 
augmentations, enabling a further 
levels of customisation. 


The Assault class has a 
plasma cannon and Super 
Mario-style jump stomps. 


They can take and deal out more 
damage, boost their jumps and 
overcharge their weaponry. 


The Medic frame comes 
with a healing beam that 
can be converted to leech 


health from the enemy. He has a 
defib unit that'll take out baddies 
and an adrenaline boost to help him 
speed around the battlefield. 


Recon is the sniper. Aside 
from popping heads, he can 
fire proximity mines and 


escape from danger, thanks toa 
hand-operated teleporter beacon. 


The Engineer drops 
turrets and shields into the 
battlefield. His auto-tracking 


turret can be left to its own devices, 
or given specific targets to track. 


You can customise how 
your Battleframe’s primary 
signature weapon fires. 


On the more basic level, you can 
personalise your weapon by installing 
a range of modules that modify its 
rate of fire, equip time, clip size, 
reload rate and range. However, you 
can also install various alt-fire 
modules — these can completely 
change how secondary-fire performs. 


Using the Assault class as an 
example: as Assault, your 
primary signature weapon is 


the plasma cannon, which fires a 
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Storming an enemy 
base is immense funy 
i m7 ^ 
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high-impact, large-splash-damage, 
plasma energy projectile, with a slow 
rate of fire. Using various alt-fire 
modules, it’s possible to give yourself 
two unique primary weapons that 
share a single pool of ammo. 


In the case of the plasma 
cannon, you could choose to 
install a Scattershot module 


that essentially shreds the plasma 
projectile from your primary fire into 
nine smaller plasma ‘shots’, which 
have a decent spread at a relatively 
short range. 


Battleframe powers can be 
cooperatively combined, as 
James Macauley explains: 


“Medic has as an ability called 
‘supercharge’. It changes your heal 
beam to a boost that gives the target 
infinite ammo and infinite energy 
for 15 seconds. It combines with the 
Recon's ability that changes out all 
the bullets in the clip for explosive 
charges. The clip usually only holds 
four bullets, but combined with the 
Medic’s powerup, you become a 
terrifying duo.” 


Jetpacks power your 
movement around the 
battlefields, giving the game 


world an interesting element of 
verticality. The developers have filled 
it with high cliffs to fight around or 
explore. Jetpacks are also moddable, 
so you can tweak them to gain a 
longer flight time or even replace it 
with wings and glide serenely over 
the battlefield. 
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= = Fly high, shoot quickly 
and laugh heartily. 


Aman you'd surely follow 
to the ends of the Earth. 


‘The main player goal 
LU of Firefall is to 
re-establish the Shared 


Intel Network, know as SIN. 
"SIN is the world's dataflow — 
internet in your eyeballs 
basically,” Mark Kern explains. 
“People use it to communicate, 
receive missions, map the world 
and prioritise targets in fights.” 


SIN is down after The 
LJ Melding hits, and the 
basis of the game'sstory 


has you restoring it. The first 
mission is to find out why the 
network is down and to restore it 
in that area. As you link the SIN 
network, you receive more and 
more information and data 
about your surroundings. In 
addition to the extra intel, 
opening the network delivers 
more missions in that area. 


Asan example, you can 
use SIN to mark out 
enemies on the in-game 


map. This means the people in 
your squad or army can hunt 
them down if you decide you 
want to avoid them. 


You'll also be able to 
manipulate SIN in PvP 
combat: you can mark 


and remove enemies on your 
team’s HUD, and you can 
remove yourself as well. Gadgets 
such as SIN towers (pinging 


enemy locations every few 

| wy seconds) and SIN jammers 
(to block the enemy's view) are 
used strategically. 


"The world is split 
into PvE and PvP 
environments. The 


overworld is PvE, where 

the players will fightagainst 
The Chosen, the game's AI 
enemy. The structure is 
MMoOish: think quests, XP 
points and hit rewards. 


Player vs Player takes 
place in instanced zones 
that are part of the PvE 


world. The levels exist for the 
players to explore in open-world, 
but when competitive matches 
begin, they’re taken to instanced 
copies of parts of the world. The 
layouts are the same, but your 
scrap won't be interrupted by 
other players. 


Competitive PvP is a 
big focus of the game. 
From five versus five to 


huge team deathmatch events, 
armies will be competing 
against each other to top the 
in-game leaderboards and get 
the best loot... 


...as well as competing 
for kudos. Mark Kern 
says, ^We're really 


serious about e-sports. We've 
builtin a whole spectator mode. 
We've already had shoutcasts in 
to broadcast a match." 


When you down a player 
in PvP, you'll still need 
to execute them. Until 


you do, there's a chance for an 
enemy to revive them. 


"This creates moments 
like the end of Full Metal 
Jacket, with a sniper 


taking out anyone attempting 
to revive a dying friend. But 
the reverse is true here, anda 
decent medic could quickly 
revive a near-dead group of 
allies, turning a massacre into 
a game-changing charge. 


Competitive modes 
currently include 
Team Deathmatch 


and Sabotage, where teams take 
turns to attack and defend 
hackable control points. 


So why the need for an open 
world? That’s where armies 

come in. They're Firefall’s 
guilds. You'll easily be able to setup 
an army, select the symbol and gather 


your friends together. 


Ifyou’re part of an army, 
completed missions will 

tech-up your armies to 
compete in PvP. You'll get loot and 
drops, butin doing so you'll also be 


contributing to guild resources. 


According to Kern, “We 

envision that the teams will 

be comprised of members 
who are very competitive, that want 
to do the PvP, and members who may 
not be into PvP, but will be out in the 
world doing Thumper missions to 
feed the resources to the army and be 
valuable contributors.” 


Those resources will 
(2) contribute your army’s tech 

tree, which enables you to 
unlock different army powers. For 


example, you can call in an orbital 
strike on your enemies. > 


| invaders. Art imitating life, i 
invaders. rtimitating life, ini 


Atlaunch, dropships 
B) will probably be 

controlled by NPCs. But 
players have their own vehicles 
to play with. Down the road, 
armies will be able to advance 
their technology to gain access 
to new vehicles and upgrades, 
enabling players to do such 
things as modifying their truck 
to carry weapons. 
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Who'd have thought Party 
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The communications 
= repairman of the future. 


Players will help move the 
Firefall story forward, by 
cooperatively pushing back 


the energy storm barrier of The 
Melding to reveal new lands. The 
game supports hundreds of players 
working together. 


According to the game's lead 
designer, Scott Youngblood, 
“We're trying to instil a 


feeling of ownership and protection 
with the world of Firefall that they 
haven'texperienced in games before. 
An inspiration for me was when I 
was playing World of Warcraft and 
doing the Splintertree Outpost 
quests. OK, this is an Orc outpost, 
but how cool would it be if the 
Alliance could take it over, set up 
their own NPCs and now there’s 
content based around them owning 
it? Those same ideas are going into 
Firefall, where The Chosen can come 
inand take over a POI and it screws 
MI vl dM 
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your ability to use it, but it does create 
different content, based around them 
owning it." 


James Macauley adds, 
“We really want to push 

dynamic experiences, where 
when you log in in the middle of the 
night, maybe it’s a little different. 
Maybe there are different creatures 
spawning. There are certain vendors 
that show up with that rare pet or 
item that you really want to buy; 
that guy who only shows up at three 
in the morning.” 


As an example of that, there 
are Easter eggs in the game 
that have been placed there to 


reward explorer-types. One such 
secret vendor can be found on a high 
ridge above a mission area, where the 
player uses his jetpack to hop from 
rockface to rockface to get to the 
unmarked ledge. When the 


developers demonstrated to me 
how to reach itand we got to the 
small skeet-shooting game, the 
NPC in charge of it wasn't there 
atthat time of day. Git. 


Firefall’s gone through a 
Borderlands art-style shift, 

moving from super serious 
to a Brink-style hyper-exaggerated 
look, and then on to the current 


cel-shaded shooter. 


Itwas originally planned to be 
€) a subscription-based game, 
but with the recent multiple 


economic crises, CEO Mark Kern 
chose to adopt a free-to-play model. 


So will Firefall make a profit? 
For these types of games to 

make money, according to 
Kern, “Only three to seven per cent 
ever need to pay fora free-to-play 


game to be immensely profitable." 


"They will monetise through 
n aesthetics, such as player 

skins, or boosts, such as 
accelerated XP gain. 


Your character isn't bound to 
[p aserver in Firefall. Instead, 

when you sign in, you'll be 
able to select the world you join. 


If you have a Firefall forum 
account, you already have 
Firefall. The whole thing is 


tied together so there’s just one 
login for all the services. 


There’s plenty of 
potential for there to be 
applications outside the 


game too. Mark Kern describes 
one such experiment. “One 
prototype that we had was 

an iPhone app. I just want to 
reiterate that this isn’t a feature 
of the game! One of the army 
techs we have is an orbital 
strike. This expends resources 
for the army, so we had a 

group that really needed an 
orbital strike in the game, 

and what they could do was 
request that from their army. 
The commander’s phone gota 
push and a screenshot, and it 
said: ‘Orbital strike requested.’ 
He pushed the button on the 
iPhone and the orbital strike 
comes down in the game.” 


Firefall’s development team 
45 includes World of Warcraft's 
lead designer, the lead 
designer of Tribes and the guy 
who coined the term ‘Gamertag’. 
Sounds like the perfect team to 


make an online MMO shooter... 


...although the team prefer 
the term ‘cooperative team- 
based shooter’ to MMO, 


After a hard day’s fighting, 
it’s time to hit the disco. 


‘Earth may be ruined, but it 
looks gorgeous in Firefall. $ 


— : 
The 'Brian Blessed in Flash 
Gordon' look is always trendy. 
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Every three weeks, the 
nj development teams 

change what they're 
working on, breaking down the 
smaller teams and reassembling 
them for new challenges. The office 


goal is to have wheels attached to 


their desks. 


And every Friday at 5pm, a 
gong is rung and the entire 

development team gathers 
in their tiki bar for an end-of-week 


meeting about the progress so far. 
"There's beer on tap. 


é = The: sneak-and-shoot 
f= - | tactic in action. 
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The game installs core 
components and streams 

in high-res textures, so 
you'll be in the world and playing 
within 15 minutes of firing up the 


launcher for the first time. 


Internally, Firefall is 
considered to have been 

launched already, with 
friends and family now allowed 
to play it. It'll use a Gmail invite 
system to allow current players 
to bring in more. Expect it to be 


open to everyone by December.m 
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INSIDE THE 
MIND OF... 


Valvesfounder 
speaks out about 
hisobsession with 
DOTA 2, Half-Life: 
Episode 55 protesters 
and what he thinks 
of EAS Origin. 

By Owen Hill 
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GT. alveare constantly 
p AA surprising. One month 
AA they're making one of 
727277] their most popular games, 


22777] Team Fortress 2, free to play, 


4 andthenextthey're running a 
$1 million tournament for the 
upcoming Dota 2. 

"That makes any chance to speak 
to company co-founder Gabe 

Newella pleasure, because you 

never know what you're going to get. 
Isat down with him during the Dota 2 
tournamentto talk about his obsession 
with his company's new game, his 
thoughts on EA's Steam-rival Origin, 
and what motivates him to come into 


N 


\ You’vesaidin the past that Valve's 
"modelistoexperimentat every 
point. Isthat still what's going onat 
Valve with Dota 2 and Counter-Strike: 
Global Offensive? 


Absolutely. For example, we're here at 
Gamescom and this is the first time 
we've brought our own tournament, 
and in order to do that we've built 

a lot of client-side and server-side 
technology that allows us to host this. 

Depending upon how it goes today, 
there are probably some changes we'll 
make, some improvements we'll make. 
Then it'll move into some of our other 
games to make sure we've thought 
through the issues. 

You know, ifsomething works in an 
action RTS, how does it work in a first- 
person game? And as that evolves, it’ll 
go into Steamworks so it's available for 
all our partners to use as well. So we see 
ourselves always thinking about what 
the opportunities are to do a better job 
forour customers and our partners. 


With The International, the million- 
dollar Dota 2 tournament, wasit your 
goaltocementit in people's minds as 
acompetitivee-sport? 

We think that we will really benefit 

as games developers from running 
this tournament. We already have. 
"There's a yerystrong group of 

testers that Icelfrog has been using 


, throughout the development of Dota. 


fans of the genre - we 


We've been working with them on 
Dota 2 to address their issues and 
incorporate their feedback into the 
game, so we've already been through 
fouror five different versions ofthe 
user interface. It's evolved. You'd try 
something, they'd react and then 
we'd go back to the drawing board. 

For The International, it made a lot 
ofsense at the point in time, where we 
were in development, to get a bunch of 
people who play at this level and make 
sure that we address all their concerns. 
That’s going to get fed back —the stuff 
that we're learning today is going to 
impact builds that we do next week. 

It's just part of that process of iterating 
through development. 

For the next step, we've opened up 
signups for our beta. We'll go through 
thatand have an invitation beta, and 
then we'll have an open beta, and then 
the game will go out and we'll continue 
to iterate from there on out. 

It's something that Valve have always 
done with our games and, if you look 
at IceFrog’s history, it’s the same thing. 
There are all these differences between 
Defense of the Ancients 647 and 631 
where he’s continued to evolve. This, 
for us, is the right step. It has already 
been a very valuable experience for the 
entire development team to put this 
tournament on. 


Do you think of Defense of the 
Ancients asa genre, considering how 
many games useitasatemplate? 
That includes League of Legends, 
Blizzard's upcoming DotA. What's 
youropinionon that? 
Ithink that the action RTS genre is 
a great genre, so we're excited — we're 
fans of it. We gotinto this because a 
bunch of people at Valve were huge di. 
fans of what IceFrog had done, and N 
it was great to find out that he was 
interested in doing the sequel that 
removed some of the constraints he'd 
been living with. 

But you know, we're fans ofthe genre 
—we love to play these games ourselves, 
so we think it’s great that there's more 
attention being paid and a lot of games 
are going to get developed. > 
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Dota 2 battles may baffle new 
players but look oh-so pretty. 


huge tournament for a new 
game ought to be a daunting 
prospect, but none of the 
players in The International, 
Valves $1 million Dota 2 tournament in 
Cologne, seemed confused. The teams had 
snuck in a few weeks of practice before, 
but the real reason they took so quickly 
to the competition is that Dota 2 is less 
ofa sequel and more of a recreation of 
Defense of the Ancients, the classic Warcraft 
III mod it's inspired by. With new visuals, 
tutorials, bot players to practise against and 
a suite of spectator tools, it could be the 
nudge needed to turn the noob-unfriendly 
e-sport into a global phenomenon. 
The setup is simple. Each player 
controls a single hero and, working 
together in two teams of 
» five, fights to take down 
WIG FEE 
e enemy fortress. You 
Scan launch attacks via 
three lanes, guarded 
by a stream of battling 
NPC minions anda few 
dangerous defensive 
towers. Killing minions, 


y PPP A 


80 [z [831 ae.com NOVEMBER 201 


PLAYER EXCITEMENT 


T NÉ 
^. Bier Ring 
WHA Te fele 


breaking towers and assassinating enemy 
heroes earns experience that can be spent 
onunlocking and upgrading abilities. 
Gold earned in the same way can be used 
to buy stat-buffing armour and weapons. 
Valve's recreation of the single Dota 
map is gorgeous. The north-eastern 
realm of The Dire is full of dark, volcanic 


“The heroes look great 
- each has their own 
personality and there’s 
tons of dialogue too” 


rock. The south-western zones are all 
lush green forests. Five minutes into the 
tournament, a player controlling a ginger 
barbarian throws his twin sickles in an 
arc, shredding the vegetation. He’s spent 
precious energy obliterating nearby cover, 
thwarting would-be ambushers. Some 
time later, the trees regrow. Dota 2’s 
battlefield is a dynamic place. 

The heroes look great too. They vary 
from the jovial lightning master, Storm 
Spirit, to demonic characters such as 


A \ | \ 
| 
Xe i « 
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„Stats let spectators see which E M : S 
[ herois being the most heroic. yg d .| az y| FẸ 


Valve introduce their take on DotA with a high-stakes event 


Doom Bringer. Each has their own 
personality and there’s tons of dialogue. 
Still, Valve’s characters seem a little 
po-faced compared to League of Legends’ 
insane line-up. Take a random pick from 
Dota 2's roster and you're more likely to be 
a sinister lich than a dwarfin a biplane. 

The depth of Dota 2 lies in the sheer 
number of these characters, and the 
staggering combinations of abilities and 
builds they can bring to the battlefield. 
You'll see dozens of visually distinct 
abilities in each game. Group battles are 
spectacular carnivals of gleaming spell 
effects — exciting to watch, but utterly 
bamboozling for new players. 

Valve are trying to make up for this with 
tutorials, bots and mentoring sessions. 
New spectator features try to add clarity, 
and live scoreboards in pro match-ups let 
viewers see details of each player’s status. 

Dota 2 is Defense of the Ancients reborn. It 
already has a strong claim to the e-sports 
crown. If Valve can entice new players into 
the fold, then the cash prize in Cologne 
will have been a million well spent. 

Tom Senior 
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| So don't mind that you'll be 
competing alongsidethe already 
Leagueof Legends? 
We've been around for a long time and 
there's always this assumption that 


videogames are a zero sum game; that 
if Quake does really well, Duke Nukem 
will suffer, and that's never the case. 
Gamers who play a good game want 
to play more games, not fewer games. 
So you're never hurt by the success of 
another games developer — you almost 
always benefit. 

You know, when Zynga go out and 
gets 100 million people playing one 
oftheir games in two months, I think 
every game developer is benefiting. 
Not everyone should throw in the 
towel and say: "We've been defeated." 


Does the same apply to digital a. { ee 
distribution platforms? Docs 1 
theexistence of EA's Origiri mean 
you're going tomake more 
Ithinkrightnow there's always this 
temptation to assume that the way 
things are today is the way things are 
going to be, and having been through 
this long enough in the games industry, 
I think I and everyone at Valve know 
that you're only as successful as 
what you’ve done lately. So the 

idea that Steam is somehow the 
answer to digital distribution 
ignores the fact that every two or 
three years, something is going to 
change dramatically. 

It’s like, along comes the Wii and 
that overthrows a bunch of ideas; 
along comes social gaming and that 
throws over a bunch of ideas. If you 
stand still and you're not doing the 
things that you need to do to be 
valuable in the future, you're going 
to beleft behind really rapidly. 


EAhaverecentlysaid that Steam 
hasrestrictiveterms of service. 
RR eu he ll a 


Id inani EN 
eferring to by that. In general, 

with Steam and Steam partners, it’s 

incum bant on us to create value for 
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Ubisoft or Take-Two, or any of the 
other developers who are using it. 
"That's our goal, so we're going to 

keep trying to do that with EA and 
trying to convince them that it's 
worth it to have their games on Steam. 


Have you tried Origin? 

I was talking to some people at EA 
about Origin, so I got an account 
before I came here and was trying it 
out. So yeah, I’ve tried it. 


What did you think of it? Did you 

like it? 

I think it does some things well. I think 
there are still some areas where, asa 
customer, I'd like to see it improve. 

It's not that different from any other 
system like this. There are positive 
things and negative things. 


Sowhat's your personal experience 
of Dota? Have you playedit yourself 
andare youafanofthat genre? 
I've played Dota 2 for about 800 hours. 
The cool thing about Dota 2 is that it's 
probably the game we've made that 
we're most obsessed with playing. As a 
games developer you tend to get pretty 
tired of the thing you're developing 
because you have to experience 
all the flaws and the difficulties. 
Dota 2? Every day after we're done 
working on the game, everyone 
goes home and plays it till two or 
three in the morning. So yeah, I love 
playing the game. I’m not even on 
the same plane as the guys who are 


These guys would beat you 
at Dota 2. Just accept it. 


| playing here, so it’s certainly exciting 


to see them play. After 800 hours I’m 
still pretty much a noob player when it 


comes to playing DotA games! 


Why doyou think the formula of 
DotAissucha success? 

The thing that really struck me 
when I played Dota 2 was that you're 
constantly creating and destroying 
plans in your head. You havea lot 


| of expectations, but whether or not 


you're going to stay on that pathway 
is changing every five seconds. 

Asa designer I'm also struck by the 
factthatyou go through this complete 
RPGarc in 40 minutes. I'm curious 
about the sense of incompleteness I 
always have after a match. The first 
thing you want to do after you've had 
a great game is play another game, 
and the first thing you want to do 
after you've had a bad game of Dota 2 
is play another game. 

Ithink there area lot of lessons 
for game designers in it that are very 
complementary to the lessons from 
other genres. If you play a lot of 
MMOs, there's stuff you can learn 
that’s in Dota 2. If you play first-person 
shooters, there's a lot of stuff you can 
learn, so it's a nice arrow in the quiver 
for game designers. 


Tm sure there will be Dota-themed 
items in 772 atsome point. After all, it 


| isawargame hat simulator. (Laughs.) » 
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Will Counter-Strike strike 
back with Global Offensive? 
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Move over, young pretenders - the king of e-sports is back 


umours started to surface two 
months ago: seven years after 
therelease of Counter Strike: 
Source, the world's most popular 
multiplayer shooter was getting an update. 
Professional players were being flown out 
to secret meetings. T hen messages began 
to appear on Facebook, Twitter and the 
Steam forums, all saying the same thing: 
the rumours are true, and the new game is 
called Counter-Strike: Global Offensive. 
"Though ‘new game’ might be pushing 
it. CS:GO lies somewhere between a 
Counter-Strike: Source update and a full 
sequel, with Valve working with Hidden 
Path Entertainment (the company 
responsible for CS: S’s recent patches) 


to rebuild the game to 


attract new players, while 


retaining its status as a 
competitive e-sport. 
"These twin objectives 
are being accomplished 
by splitting the game 
into two modes: casual 
and competitive. 
Competitive mode 
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is Counter-Strike as it has always been, 
where success in a fight is determined by 
who can click heads faster. Casual mode 
is Valve's attempt to give newcomers 

a way to learn the game. It gives you 
infinite money to buy whatever weapons 
you want, and hasa spectator mode so 
you can study other players. 


“The most surprising 
change is that Global 
Offensive will enable 
cross-platform play” 


Whatever mode you play, you'll still be 
fighting on the same classic maps. Dust, 
Dust2, Inferno, Nuke and Train will all 


return, with graphics that are changed but | 


not necessarily better. Valve want Global 
Offensive to look readable to spectators, 
so the smoke and dust effects have been 
pared down. Graphical flair is nice, butin 
a competitive game, visual clarity matters. 
They’re also encouraging players to use 
more than the game’s four main weapons 
of choice by tweaking sub-machineguns 


| and shotguns to make them a viable 


alternative. There are new weapons 


| inall categories, but things get most 


creative with new grenade types. Molotov 


| cocktails slow an enemy down by setting 


fire to an area, while the decoy grenade 
emits distracting sounds of gunfire. 
The most surprising change is that 


| Global Offensive will enable cross-platform 


play. It’s obvious that the push towards 
accessibility is designed to attract console 
gamers using a controller, but it’s not clear 
how such a fast-paced, finely balanced 
game will ever work when they go to war 
with keyboards and mice. 

In all, Global Offensive is a hard game 
to get excited about. Seven years is a long 
time, and while Counter-Strike and CS: 
Source remain wonderful games, they're 
games we can still play whenever we want. 


| However, Valve and Hidden Path know 
| the pitfalls of changing a classic formula. 


In tweaking the game in consultation 
with pro players, by the time it comes out, 
Global Offensive might yet be the follow-up 
that Counter-Strike fans deserve. 

Tom Hatfield 
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Whatdidyou thinkofthe protesters 
thatappeared outside your office, 
demanding Half-Life: Episode 3? 


We thoughtit was awesome! We 


wanted them to stay. We took them ON 


pizza — they'd only brought two sodas 
and they were planning on being out 
there for two days. They were very 
nice and very passionate about our 
games. Atone point, somebody else 
in our building called the police and 
we were worried, but it turned out the 
police officer was a huge Team Fortress 
fan. He's like: “Oh yeah, I totally 
understand, let me go get my sign!" 

So yeah, it was great for those guys 
to show up. We gave them a tour of 
the office and then they went back 
outside and protested. 


Are you worried you might get more 

protesters now? 

Ithink it'd be great. They were very 
5 nice protesters so, definitely, we were 
SS all excited. 


= * They wereobviously asking about 
AS eS 3. Canyou give us any news 
ic = onthat? 

id Ne, we don't have anything. If the 
"^5  protesterscouldn't getit out ofus... 


ç 


How many protesters wouldit 
take toget some Episode 3news? 
I don’t know, but if they'd like to 
come out, we could find out. 


Doyou think that Steam 

has aresponsibility 

topromotethe PC, 
hesame way 


Microsoft 
= or promote 

consoles? 
3 S ve ocr for ihe toilets 

œ havinga responsibility to gamers and 

$ game developers. It’s hard to test being 
> the flagbearer for the PC. It's a lot 
ee easier to go out to customers and find 
2é out, “Do you like this? What do you 


ZN 


Tapai 


— dislike about this? How can we make 
7 this better?" 
S So we tend to be a little narrower 
€ in terms of how we try to think about 
what pro it need to solve; 
AH ior Via 
ir | - 


Obviously we love the PC, we love 
the openness ofthe PC, we value the 
hardware innovation. It wouldn't 
be possible to move this quickly if it 
weren't for the existence of an open 
internet client and an open hardware 
client like we have. It's why all the 
consoles are using PC graphics 
hardware now. 


Therearealways advertson TV 
forthe latest gamesat Christmas. 
There’s aPS3 oneandan Xboxone, 
and I'd love it if there wasa Valve 
one, saying: “That’son PC, andit 
looks betteronPC, and here are all 
thegamesyoucan play on PC.” 

The thing that we've been 

with are the Steam sales. The sales have 
done a really good job of creating a 
huge amount of support, for customers 
getting huge numbers of games, and 
for the developers. The thing that we 
tried in the last summer sale was to 
build a story and make the sale itself 
have entertainment value. 

Ithink you'll see us do more of 
that in the future because it helps get 
people excited to try stuff that they 
haven't tried before. In other words, 
therevenue being generated by all 
games developers goes up when the 
vehicle that you're doing it by is in 
and of itself entertaining. 


Sowecanexpect more thingslike 
thePortal 2 potato ARG on Steam? 
Oh absolutely. Obviously you can't 
just do another ARG like that, 
but that cross-game cooperative 
promotion was super effective. 
And even if you didn't buy any 
of those games, you still got 
entertainment value out of it. 
As much as the individual developers 
created entertainment out of it, all of 
the fans had room to participate. They 
were as mucha part of the value as 
the individual developers, and that's a 


really good sign. 


Why do you think Counter-Strike is 
still so popularon Steam? 
Counter-Strike is a really good game, 
and the value ofa multiplayer game is 


embedded as much in the ecosystem 
asitisin anything. We're aware of that 
and we need to get an update out there 
to all those customers. 

There are a bunch of people on the 
consoles who need an opportunity to 
play Counter-Strike and, you know, 
we've been doing regular updates of 
Counter-Strike: Source, but we need 
to make a larger investment and get 
something out to those players as well. 


Today, when Steamworks is on PS3 
and there are more multiformat 
games coming out, why does the 
PCstill matter? Whyisit stillan 
importantthing to be around? 
People like their PCs. There are 
huge numbers of them and each 
person gets to have the one that they 
like rather than the one that someone 
else has defined for them. There were 
350 million PCs sold last year so the 
economies of scale are tremendous so 


you get great value for money. 


Have you, like Minecraft creator 
Markus Persson, stopped looking 
at the prices of groceries as Valve 
has become more successful? 
I think that different things 
motivate different people and the 
most important thing for me has 
always been the social environment 
of the people that I work with. 
"That's what motivates me. Some 
people are achievement motivated, 
some people are competitively 
motivated or financially motivated. 
For me, it's always been about 
opportunities to work with people 
Ireally like and respect. And to build 
stuff. In that sense, as Valve has been 
more successful, it's brought in an even 
more talented and stronger group of 
people for all ofus. 
For example/Michael Abrash joined 
recently and everyone in the company 


coming to work a little bit 
ts what motivates me.m 
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THESE 
ARE THE 
VOYAGES... 


Introducing ARTEMIS, a new way to play Star Trek 
By the crew of the USS PCG 


rtemis isn’t an official Star 
Trek game, but itis the 
Star Trek game you've 
always dreamed of. It’s 
a bridge simulator, in 
which multiple players 
take on the roles 
of starship crew. 
There are six 
slots in a bridge 
crew: a captain, 
a helmsman, a weapons master, 
an engineer, a science officer and 
comms. The captain hosts a server. 
Everyone else logs into the server 
to play their role. Everyone but the 
captain gets their own screen and 
their own jobs. 


To succeed, crew members must 
communicate and work together. 
Science officers need to provide 
bearings and scan readings to 
helmsmen and weapons officers. 
Engineers need to divert power 
between the warp drive and 
weapons. Everyone needs to listen 
to the captain's orders. 

Artemis is an exciting new take on 
asymmetric cooperative multiplayer. 
Whisper it, but it's basically live- 
action roleplaying with viewscreens. 

Without pausing to read any 
instructions or forum posts, the 
PC Gamer team flung itself into a 
randomly generated mission. What 
could possibly go... oh. > 
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EPISODE 1 


THE KOBAYASHI MARU 


Stardate: Wednesday. Lunchtime. 
About a quarter past one. Our rookie 
crew has embarked upon a randomly 
generated combat mission without 
looking at the manual, Wiki or 
readme. We quickly choose our 
roles and launch the game. No one 
has any idea how to play, or what the 
buttons do. All we know is that there 
are enemy cruisers out there, and we 
have to kill them. 

Captain Tim Edwards: I’ve made my 
first decision of the day. PI command 
the Starship Artemis with my feet 

on the desk, eating a sandwich. This 
will be known as “The Edwards 
manoeuvre’. As Ido this, my T-shirt 
rides slightly up. I pull it back 

down. No no no. Straightening my 
T-shirt will be called "The Edwards 
manoeuvre’. My first order to the 
crew: “What the hell is going on?” 
Science Officer Graham Smith: As 
our ship’s Science Officer, I assume 
I'll be standing off to Tim’s right, 
looking stern and raising a single, 
curious eyebrow at confusing human 
‘feelings’. Which sounds like a 
regular Thursday. Instead, my screen 


isa muddle of numbers and graphs. 
The first screen has a triangle in the 
middle, with three lines poking out 
and a circle around it. The second 
screen has an empty grid with space 
init. The third screen shows a poorly 
rendered 3D spaceship. 

I check the computer's databanks 
(the Artemis Wiki, bit.]y/artemiswiki) 
to find out what the hell I’m supposed 
to be doing. While being the sexy 
voice of reason, I can also use the 
ship's long-range scanners to bring 
up tiny numbers about enemy ships. 
Like that enemy ship halfa dozen 
sectors away. 

Tim orders us to attack — or rather, 
“Attaaaaaaaack!” I relay their position 
to our Helmsman, Tom Senior, so 
he can plota course, and then let 
Weapons Officer Tom Hatfield 
know their shield frequency so he can 
program the torpedoes. Our course 
isset and we... go nowhere. 
Owen'Welshy' Hill: I’m the engineer, 
which means I control the power 
to everything on the ship. Except, 
as soon as I load the game up, I’m 
confronted with a giant screen 


HOW TO PLAY ARTEMIS Three steps towards the final frontier 


Tim's authority over the crew is founded 
on civility and mutual respect. 


covered with blue blobs. The rest of 
the team seem to know what they're 
doing andare gleefully making jokes 
and shouting out instructions. I think 
back to the two episodes of Star Trek 
I’ve seen. What do the engineers do? 
What is warp? What is impulse? I 
vaguely remember something about 
lithium crystals. Ah, it'll come to 
me. I tell Tim that I’ve gotimpulse 
engines, shields and warp power. And 
repair crews. He asks if I know what 
I'm doing. I nod sagely. 

“Then why aren't we moving?" 

"I'm sure the helmsman will know.” 

Phew. Dodged that one. 
Senior Ensign TomSenior: Finally, 
Igetto pilota starship. It's my job 
to get from point A to point B via 
either sluggish impulse propulsion, 
or warp speed - which is so powerful 
it reduces your ship to a smear that 
streaks across the galaxy. As I jump 
into the game I half expect to see a 
bank of complex course-plotting 
software. The reality is, thankfully, 
much simpler. A small green icon in 
the centre represents the ship. It’s 
surrounded bya ring, labelled with 
bearing degrees. 

But where’s the ‘go fast’ button? 
Oh, there itis, a pair of small sliders 
at the bottom left of the screen. What 


Downloadthegame Install Launchthegame h " à ^ 
Getit from here (bit. ly/pTF9OR). Itl Artemis hasno DRM and the makers Whoever hosts the game is the appens 1t 1 set warp to maximum: 
cost you £26, but one copy is enough for say they expect you to share it with your captain. The other players then connect Absolutely nothing. There’s no 
asix-person bridge crew, soit’s only£4.33 ^ crew, just not anyone else. Install your to their IP address, choose a station and power. Tm notin charge of that. 
each. Ifyou aren'tsure about splashing copy on each PC. You should also get the hit the Ready button. You only needa Welshy: Oh no. Ev eryon e’s lookin g 
out, there's also ademo available, voice-acted version ofthe Hamak Sector helmsman, a weapons officeranda R p 
although that only gives you access to mission from bit.ly/HamakS.Extractitto captain to play, but the more people you at me again. Apparently I’m in 


thehelm and weapons stations. your Artemis\dat\Missions folder. have, the better the game becomes. charge of power. I’m starting to 


b. figure this out. I can use sliders to 
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distribute power across different 
systems. I should put all of our power 
to impuuuuuuuuuuuuullllse...' That 
works. We're no longer docked. 
Uhurich McCormick: I’m working 
the communications rig and am 
supposed to use the ship's arrays to 
chat directly with the things hanging 
in space around us: to secure docking 
permissions, check the status of allied 
ships, things like that. I'd previously 
been wittering away happily with the 
station's manufacturing teams to get 
some more photon torpedoes, but 
out in the inky blackness of the void, 
there's noone to talk to. Aww. 

Wait, we've just scooted past 
something! Some red dots on the 
ship's scanner. I call over to Graham 
and ask for his expert analysis on 
what they are. ^Red dot things, over 
there!" he squeaks. Thanks, Graham. 
Are they hostile? Let's find out. 

I bring up my communicator and 
find their designations. They're 
marked under ‘enemies’. Time 
for a chat. I have four gambits 
with which to begin my fledgling 
diplomatic career, three of which 
are insults. I think today Pll start 
with their mothers. 

Captain Tim: Red dots. Awesome. 
We're going to have a scrap. I put 
down my sandwich, stand up and 
shoutat the crew. ^Engineering, 
shields up. Helmsman, impulse 
power. Weapons, load torpedoes." 

Ooh, weapons. I forgot to check 
what guns we're carrying. 

Science Officer Smith: I scan the 
ships, which brings up little numbers 
nextto their names. “There’s a 
"Torgoth Cruiser and it has RS200 
and FS150! Does anyone know what 
that means? Also, (M74) BRG, DMG 
and 2K! Guys, I think we're fighting 
a motorway." 

T'omHatfield, Sonof Martyn: 
‘Torpedoes! I have torpedoes! Not 
just torpedoes, but mines and nukes 
too! I always wanted to nuke space! 
Iclick on an enemy ship anda little 
circle appears around it. Did I just 
target it? I think I did. Graham tells 
me to turn to frequency E, which I 
do. Apparently that will make my 
phasers hit harder, so it’s a shame I 
have no idea where the ‘fire phasers’ 
button is then. 

The screen shakes. Owen cries 
out something about damage. Wait 
— shields! I have those. They should 
probably be up right now... 

Welshy: “What are all the red dots? 
Everything is flashing!” 

Uhurich: “Don’t panic, I’ve just found 
the ‘red alert’ button. PI turn it on.” 
Senior Ensign Senior: I’m starting 
tgjesm that piloting a starship isn't 
A "PET 


Y 
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just about going fast in a straight line. 
Ican see our firing arcs projected 
around our craft. Different weapons 
can fire in different directions. This 
close to the enemy, manoeuvring 
becomes a precise dance as I try to 
stay away from enemy firing arcs. 
Unfortunately, the screen keeps 
shaking from all the hits we're taking, 
the panicked Welshman behind me 
won't stop screaming and some sort 
of incessant alarm keeps playing. 
Uhurich: The red alert button makes 
a'WEE-OO-WEE-OO' noise. I 
turn it off and on again. I’m helping! 
T’om, Sonof Martyn: The phasers 
fire by themselves! Awesome, I don’t 
have to do anything! Even better, I’ve 
figured out how to raise the shields. 
Unfortunately, so has Tom Senior. 
Asa result, he accidentally lowers the 
shields as soon as I’ve put them up. 
Then I put them up and he brings 
them down. It’s like running into 
someone in a narrow corridor and 
awkwardly swaying from side to side, 
only instead of mild embarrassment, 
we're risking hot laser death. 
Welshy: “Is it good to have a big power 
number or a little power number? Either 


way, power equals zero!" 


“The screen keeps shaking, the 
Welshman won't stop screaming 
and the alarm keeps on playing” 


Captain Tim: I have to take control 
of the situation. The sandwich is now 
ignored. I bang my fist on the desk. 
“Everyone, quiet. Weapons, put the 
shields up. Engineering, damage 
control crews to weapons. Helm, get 
us out of here. Comms and science, 
tell me what we're dealing with." 
I'mso excited I think I could squee. 
Uhurich: I put the red alert on again. 
Tim looks at me ina certain way. I 
turn it off. “Sorry.” 
Senior Ensign Senior: Someone just 
said, “Get us out of here.” With my 
mouse, I grab the warp slider and 
whack it up to maximum. Wheee! 
Uhurich: We whizz forward a short 
distance, out of our foes’ weapon 
range. Our short hop gives me 
just enough time to bring up my 
communicator and fire off one 
final insult at our aggressors. There 
seems to be no real use for the 
insults besides winding the window 
down and shouting “FUUUCK 
YOOOOU” as we drive away. We 
run a classy ship. 
Captain Tim: Hey. We have 
mines. And nukes. I havea plan. 
“Engineering, how are the repairs? 
Weapons, load nukes. Science, tell 
me which red dot is in the centre. 


"IT'S LIFE, TIM" 


Commas, target that ship. Helm, 
come about. And will someone turn 
that sodding red alert klaxon off?" 
Uhurich: “Sorry.” 

Welshy: “Everything is still flashing!” 
Captain Tim: “This is what we're 
going to do. We'll fire a nuke at the 
centre ship. As soon as it hits, we'll 
burst through, firing torpedoes. 
Aswe burn through the cloud, 

we'll drop a mine. Then we'll 

come about and finish them all 

off with our phasers.” 

I pause. Straighten my T-shirt 
again. “Does everyone know what 
they’re doing?” 

Senior Ensign Senior: “Yes!” 
Thisis a straight-line plan. I can 

do straight lines. As long as I do 
nothing to deviate from the straight 
line, everything will be fine. 

T’om, Son of Martyn: “Yes! Phasers 
set to frequency spaceship! Wait! 
No! How do I reloa-” 

Uhurich: “Yes! Who do you want 
me to insult next?” 

Science Officer Smith: “Yes! 

Ive scanned it and it’s still, uh, 

a spaceship.” 

Welshy: “Yes!” Secretly: “No!” 
Tim: “Red alert. Engage!” 

Iraise my sandwich to my mouth. 
Welshy: This is my moment. I put all 
the sliders to maximum. 

Uhurich: No, this is 7zy moment. 
I press the ‘red alert’ button and sit 
back satisfied. A job well done. 
Senior Ensign Senior: No no no. 
Thisis my moment. “Full speed ahead!” 
T’om, Son of Martyn: I think you'll 
find that this is 7zy moment. Tom 
brings us in close enough to fire the 
nuke. I fire, and then hit reload. Oh 
no. It takes an age to reload. We're 
not going to be ready for... 
Senior Ensign Senior: I’m flying us 
directly into a nuclear blast. I don't 
know how this happened. We're 
going too fast and won'tbe able to... 
Welshy: If you put all the sliders 
to maximum, you see a bar 
labelled ‘overheating’. It's in red. 
Iwonder what that... 

Science Officer Smith: The 
nuke hits. We're caught in the 
blast, taking down the entire 
front of the vessel. Our phasers are 
offline, our torpedoes are offline. 
We come to a complete stop. 
Captain Tim: Many of the enemy are 
damaged but they’re still able to fire. 
Tom’s impulse charge has left us bang 
in the centre of their fleet. We're 
doomed. “Abandon desks!” 

Artemis explodes around us. I’m 
so depressed I bin my sandwich. 
Welshy: “So. What does ‘warp’ mean 
anyway? I’ve only ever watched two 
episodes of Star Trek.” > 
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EPISODE 2 


THE NEXT GENERATION 


Stardate: Thursday. About balf-past 
three. The PC Gamer team have 
interrupted their work day to 
complete the Siege of Hamak, a 
fully voiced and scripted episode 
of Artemis. This is it: we're now out 
ofthe combat simulator and into... 
the simulator. We have no idea what 
situation the game will chrow atus. 
We just know that, at some point, 
voice acting will be involved. 

We've also made some personnel 
changes. Our idiotic Welsh engineer 
has been ejected from the nearest 
airlock, replaced by PC Gamer's 
second biggest Star Trek fan, Tom. 
Tom O’Francis: “What? You started 
without me? How could you start 
without me? I’m at least the second 
biggest Star Trek nerd on this 
team! While I was out wasting my 
time playing Diablo 3, you were all 
cavorting around the alpha quadrant? 
Iwill never-” 

Wait— I'm over it. I’ve just seen 
how many sliders I have. This is 
the happiest day of my life. 

“What’s our mission?” 

Uhurich: “Tom, you should really 
know this mission — you were the 

one who sent us the .zip file to 
extract into our Artemis folders.” 
O'Francis: “Ah, yes." 

Uhurich: ^Wait, everyone shut up a 
second. We're being bombarded with 
e. 7 a i 
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messages. I'm going to play them. 
Tim, say, ‘On screen’ so we sound 
like we know what we're doing.” 
Captain Tim: “On screen.” 
Uhurich: “Thanks.” I play the 
messages from a Captain Haynes 
and an Admiral Weeks. Two things 
become apparent. One: we've been 
asked to go and collect something 
called a 'ramscoop' at the Hamak 
space station in the bottom left of 
the Hamak sector, before pitching 
back out into space to collect wibbly 
nebula bits to give us energy for some 
reason. And two: fan-made missions 
in Artemis sometimes come with 
voiceovers. Exuberant voiceovers. 
The crew cringes through three 
messages, as an over-enunciating 
Haynes explains why she calls 
Weeks ‘Squeaks’. I quietly delete 
the messages so we never have to 
listen to them again. 
O'Francis: I've heard from the crew 
that their last engineer recklessly 
squandered their energy reserves and 
had to be fired into space. As the new 
crew member, I realise that Pulaski’s 
Law dictates I’m the mostlikely to 
be hated by the fans, so I'm keen not 
to make the same mistake. I keep 
all auxiliary systems on half power 
and resist the urge to overcharge our 
warp engines for a speed boost. I am 
doing excellent engineering. 


uu Faced with a direct order, Uhurich 
switches off the bridge security camera. 


Science Officer Smith: I’m looking 
at the space grid and I’ve just worked 
out which little dot is us. We're 
down in the bottom left of the map, 
surrounded by what we scientists 
call purple wibbly stuff. We're 
headed towards the space station 
in the bottom right. We're heading 
incredibly slowly vowards that space 
station. No, no, I’m wrong. We've 
stopped. We're out of power again. 
“What the hell, new guy! Wait, I 
mean: This seems //logical, Captain." 
Captain Tim: ^What the hell, 
new guy!" 
O'Francis: *Some kind of anomaly, 
sir! In as much as I thought we'd be 
OK when we are in fact boned.” 
Idon'tunderstand it — usually the 
old girl speaks to me. Granted, that's 
sort of dependent on me paying 
attention to these readouts saying 
we're running out of energy. Look, 
Ican fix this. I’m cutting off power 
to tactical, weapons, manoeuvring, 
shields and impulse engines. There’s 
definitely no downside to this. We're 
now regenerating power at one point 
every minute. We'll be back to full 
in... 1,000 divided by 60, carry the six 
recurring... 16 hours and 40 minutes. 
Iam doing excellent engineering. 
Captain Tim: “Team: fix this shit. 
Now! I have a meeting with Ads in 
an hour." 


T'om, Son of Martyn: We're stranded 
in space. Upside: no enemies. 
Downside: we can't move. With no 
enemies, there's nothing for me to do 
but polish my forehead ridges. Wait — 
what's this? “Guys! I can convert one 
of our torpedoes into energy!” 
O’Francis: “We could also eat the 
crew for food but I think we should 
probably avoid that until we have 
to. We've only got 16 hours and 
39 minutes left." 
Captain Tim: *Do it! Eat them all!" 
Uhurich: ^Don't worry guys, we 
can just restock on torpedoes at the 
Hamak station. I gave them a call a 
few minutes ago, and after I'd told 
them their parents were terrible 
creatures and they'd never amount 
toanything, I asked them to build 
us some weapons for free. I can'tsee 
why they wouldn't." 
T'om, Sonof Martyn: I load a 
shovelful of torpedoes into the 
mighty space furnace powering our 
vessel and our energy reserves leap 
upwards. It's nota lot, but it might 
be enough to reach the station. It's a 
crazy plan, but it could just be crazy 
enough to work. 
SeniorEnsign Senior: Sweet 
weapons-grade energy flows into the 
engines. I can fly again! Time to pick 
a random direction and go as fast as I 
can that way. 
Science Officer Smith: My scanners 
are down, as Engineer O'Francis has 
put all of the ship's limited power 
towards the engines. I ask for some 
juice and instantly see the station. 
“Set a course for 110°, Helmsman! 
Because space is two-dimensional." 
Senior Ensign Senior: “Aye aye, sir!” 
We're not even slightly going in that 
direction and there’s no power to 
manoeuvre. I turn the ship as fast as I 
can. It slowly arcs towards the station 
with the grace ofa deluded whale. 
T’om, Son of Martyn: Thanks to 
Rich’s earlier order, the station has 
built up a nice stock of torpedoes 
and as soon as we arrive, my supplies 
replenish. I also have a nuke, which I 
now know fires ina straight line and 
explodes in a burst. A large burst. A 
burst we should not go into. 
Uhurich: On our exit from the 
Hamak station, we receive another 
wave of messages. I try to play them, 
but our weapons and science officers 
are conducting a loud discussion 
about energy levels over the top of the 
transmissions. How do I insult them 
again? Ah yeah, with my own face. 
"Guys, be quiet. Also, you suck." 
Iplay the messages again. There are 
some Tachyon sources, apparently, 
and they're ‘unknown’. I wonder if I 
can insult them. 


Science Officer Smith: With power 
and scanners now operational, I can 
see the world around us. It’s purple 
and wibbly still, but within that, 

I'm also detecting three Unknown 
Tachyon Sources. A friendly ship, 
the Warsaw, is checking them 

out, bragging about how they’re 
going to discover the cause before 
us. Oh yeah? We'll see about that. 
“Helmsman! Boldly seta course 

to go boldly where no person has 
boldly gone before: Unknown 
Tachyon Source #1.” 

Captain Tim: It's been a few minutes 
since I told anyone what to do and 
I'm beginning to get nervous. A crew 
isonly as good as it's leader, and that 
means I need to step up. “Helmsman! 
Do whatever it was that Science 
Officer Smith just said." 

Oh yeah. I'm a manager. 

Senior Ensign Senior: Without a 
bearing to work with, a helmsman is 
left only with his instincts, and my 
instincts say, “Look at the long-range 
scanners and head towards the thing 
Graham just said.” 

Isee a mysterious blob in a nearby 
sector and power us towards it. As we 
depart, Rich receives anincoming 
message from Admiral Weeks. 

It says something about us now 


"We've just received a message 
from Captain Haynes - they're 


under attack and sound a bit dead" 


owning a share in an arms-trading 
company, and the torpedoes more 
than covering the cost of our energy 
scooper. I have no idea what that 
means, but whatever. Onwards! 
Uhurich: *We've had a message from 
Captain Haynes suggesting that 
we're far behind combat lines and 
incredibly unlikely to be attacked. 
Suggested course of action: divert 
all power to shields, move at half 
impulse and look suspiciously out of 
the window." 

O'Francis: “At some point we really 
need to talk about the torpedoes." 
T'om,Sonof Martyn: “This is a 
good point. I’m no longer registering 
any torpedoes on board. I assume 
that’s because miserly Chief 
Engineer Ebeneezer O’Francis 

has shut off power to weapons 
between fights, right?” 

O’Francis: “That would make it my 
fault, so it can’t possibly be that. I 
think it's because we're at warp. 
"That would make it Ensign Senior's 
fault, something I think we can all 
live with." 

Senior Ensign Senior: I get che 
feeling that somehow, somewhere, 


"IT'S LIFE, TIM" 


someone is blaming me for 
something. No matter, all power 
to the engines! 

Uhurich: I have a horrible gnawing 
sensation in my gut. Am I hungry? 
No, it's not that. 

Oh. Wait. Didn't one of the 
messages we received mention 
something about torpedoes? 

Hang on, I'll play it back. 

The crew sits obediently as 
Weeks explains how he sold our 
torpedo contingent for shares in 
an arms dealer’s company. We are 
weaponless. Fortunately, we’re in 
a sector that hasn't seen conflict in 
20 years. Nothing could possibly 
go wrong. 

Science Officer Smith: I'm 
beginning to realise there's not 
alotfor me to do as the Science 
Officer. I look at the scanners; there's 
nothing there. I whirl them around, 
checking every direction. Nope, 
nothing there. Shouldn’t I have 

more to do? Tim is the captain, so 

he gets all the good lines, but I get 
more fanmail than he does. I’ve done 
fucking Shakespeare, I bring an air 
of class to this. Sigh. Maybe I should 
ask if I can direct an- wait. Wait. 
“Everyone shut up for a second.” 
Senior Ensign Senior: “W-” 

Science Officer Smith: “Shut 

up! Captain, I have... 16 enemy 
Torgoth ships on the scanners. 
Permission to break character 

and freak the hell out.” 

Captain Tim: “Permission... granted.” 
Uhurich: “We've just received a 
message from Captain Haynes on 
board the Warsaw — they’re under 
attack from those Torgoth thingies, 
and they sound a bit dead. Permission 
to turn the red alert button off and 
on again really fast for a legitimate 
reason this time.” 

Too late, I’m doing it anyway. 

I think it’s helping morale. 

O'Francis: Everything is flashing red. 
Enemies are everywhere. We have 
no torpedoes. It's time to blow this 
sector. Helmsman! 

Senior Ensign Senior: I need 

more manoeuvrability! Tom does 
something complicated and suddenly 
our space whale becomes a nimble 
minnow. I flip the ship around in 
seconds. We hightail the ship all 

the way back to the space station, 
where the torpedoes live, but there's 

a problem. They have no torpedoes. 
No torpedoes at all. 

T'om, Sonof Martyn: Right, Rich 
has forgotten to order torpedoes so 
we aren't getting any. But wait— if 
Icanturn torpedoes into energy, 
surely I can turn energy into 
torpedoes. That makes sense, right? » 
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It doesn't, but I can anyway. I assume 
we must have some sort of replicator 
system installed. Anyway, since were 
docked ata station, we effectively 
have infinite energy. This meansI 
have unlimited torpedoes. Actually, 
eight. Since that’s how many I can 
carry. Still, it was nice to dream. 
O’Francis: “Sir, I’m receiving 

word from the Artemis Wiki I just 
Alt+Tabbed that increasing power to 
warp engines actually makes them 
more efficient, not less. 

“On the downside, this means it 
was totally my fault we ran out of 
power. On the upside, it means we 
can now head out with warp engines 
running at 300% power and not feel 
bad about it. Permission to refer to 
this as Warp Factor Woo.” 

Captain Tim: “Permission... granted.” 
Senior Ensign Senior: We undock 
from the space station. I point us at 
the distant enemies. Warp Factor 
Woo, engage. 

The ship makes a noise like a 
washing machine on heat and we 
ping across the system. We pass one 
sector, another sector, and another 
ina matter of seconds. I abandon the 
helmsman’s traditional quiet dignity 
and professionalism for a moment to 
say, “Wwwwoooah!” This is exactly 
why I pretended to join Starfleet. 

I overshoot drastically and plonk 
us right in the middle of the swarm of 
enemies. There'sa chorus of worried 
noises from the rest of the crew. I 
enter Warp Factor Woo quickly once 
more and blast through the pack. I 
call to O’Francis for manoeuvrability 
and speed from moment to moment, 
keeping the ship out of enemy firing 
arcs. Behind me, Graham is calling 
out ship numbers and ship types. He 
actually sounds like a bridge officer. 

We're in position. We have our 
targets. The rest is up to whoever it 
is that controls the nukes. 

T’om, Son of Martyn: I open 

with attack pattern delta, also 
known as attack pattern fire-a- 
nuke-and-yell-frantically-at- 
the-helm-to-bank-right, and it 

does serious damage to the whole 
group. Then I start picking them 
off one by one with torpedoes and 
weapons, Graham relaying the right 
frequencies for each ship in turn. 

Somewhere in the middle of this I 
realise that I can manually target my 
beams on certain systems. I try to 
knock out the enemy engines so they 
can't escape. Resistance is futile, little 
red dot men. 

Uhurich: As the rest ofthe crew do 
important things such as flying and 
shooting and stopping us from being 
sucked out into the cold vacuum of 
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"Our strategy of flying into our 
own thermonuclear explosion has 
again proved to be our downfall" 


space to have our eyeballs shatter, 
I'maiming staccato insults at our 
targets. Boom! We blow outtheir 
primary beam. “You suck at cricket!” 
Bang! We knock out their forward 
shield. “That shirt makes you look 
like a Ferengi!” 

As we destroy our third ship, 
Irealise there's another dialogue 
option next to my insults: 
‘Surrender.’ I decide to aim itat 
the fourth ship in our gunsights. 
Immediately, they give up and 
limp off. I keep my remorse for the 
souls we've already killed quiet and 
systematically ask every other ship 
in the area to surrender. One we 
pummelled on the way in does, but 
the others keep up their barrage. 
Torpedoes hurtle toward us. Then 
there's a crunch. 

Science Officer Smith: “Shut 

up again! We've just been hit 

by something!” 

Uhurich: “Trz theatrically swaying!” 
Captain Tim: “Damage report!” 
O’Francis: “Everything!” 


Captain Tim: “Can you be more 
specific please?” 

O’Francis: “All the things! All the 
things are damaged.” 

We've lost everything - tactical, 
manoeuvring, front shields, rear 
shields, beam weapons, torpedoes. 

I guess we have engines. I set full 
power to engines. 

Senior Ensign Senior: Somchow, 
our strategy of flying into our own 
thermonuclear explosion has again 
proven to be our downfall, but we're 
not dead yet. Every system on the 
ship is failing except one. As long as 
the engines have power, there’s a way 
out. I set the warp slider to maximum 
and we blast away to the safety of the 
space station once again. 

O'Francis: Unfortunately, docking 
does not automatically repair our 
ship. My screen — a schematic of 

the ship —is a mess of red dots, all 
concentrated on one half of the 
vessel. I show it to Smith. 

“Look, all of this damage was 
done to the rear while you guys 


were asking me for full power to the 
front shields!" 

Science Officer Smith: “That is 

the front of the ship.” 

O’Francis: “Right. OK then.” 

I'm trying to direct my repair 
teams around the ships corridors 
from this schematic view, but 
they keep refusing to move to 
critical systems. The last straw 
is when several members of one 
team die while walking between 
two undamaged sectors. When 
you can’t count on surviving an 
encounter with a corridor, you may 
not be Artemis’s best and brightest. 

Eventually I figure it out: they have 
to repair non-critical ship sectors to 
get past them to the critical ones. 
Captain Tim: “How long are these 
repairs going to take?” 

O'Francis: “Atleast 25 minutes.” 

Captain Tim: “OK.” 

T’om, Son of Martyn: *You're 

supposed to say it has to be done 

in half that.” 

O'Francis: It is done in half that—it 
r F Tar j 


turns out thatonce I clear a few 
corridors, it gets a lot faster to move 
my crews around. I'm secretly 

really enjoying this — I had no idea 
the repair system was so involved. 
For the first time in my life I get 

to meaningfully say, “All systems 
nominal,” and we undock to engage 
the final group. 

Science Officer Smith: I swing my 
scanners toward that final group 

and find out it’s more like a final 

one. Our parting nuke was enough 
to make our previous aggressors 
surrender. One unidentified tachyon 
source, coming right for us. 

Captain Tim: “Weapons, arm nukes.” 
T’om, Sonof Martyn: “Nukes, sir? 
Are you sure? We can take him out 
with torpedoes.” 

Captain Tim: “Nukes. Lovely, 
lovely nukes.” 

Senior Ensign Senior: I undock 
the ship and set a course heading 
straight for the anomaly. 

Uhurich: The unknown tachyon 
source is so unknown that I can’t 


Starfleet confirm that jokes about Graham's 
mum are still permissible on bridge. 


communicate with it. I put it on 
Tim’s main screen to geta better 
look at it. 

Itlooks like a normal cruiser, the 
weakest of the Torgath ships. Nukes 
are powerful enough to take down 
three in one blast. I remember our 
last nuking. This could get messy. 
Captain Tim: A good captain 
remembers the times he almost 
led his crew into self-perpetrated 
nuclear doom and resolves to be 
more cautious in the future. “Science 
Officer, scan target. Helms, get us 
into nuke range. Weapons, prepare 
armament. Fire, then take us out of 
here at 30096 warp." 

T'om, Sonof Martyn: “Nuke fired.” 
Captain Tim: “Engage!” 
ScienceOfficer Smith: Launched out 
of the sector at physically improbable 
speeds, I flick my scanners over to 
where the last Tachyon source had 
been. T here's nothing there now. 
"There's nothing on long-range 
scanners either. “I think that’s 
mission accomplished, captain.” m 
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Bath BAI 2BW UK 


Featuring poker, Jesus and floppy discs with holes drilled in 
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E I'm playing the 
original Deus Ex, 
excellent stuff! 

Sam Cousins 

Day of Sex? Pfft. 

Who's ever going to pay 
attention to a game 
with a name like that? 


E Something has 
been bothering me 
whilst | play the 
excellent Medieval 


Some prat cheeses 
After months of cowering at the 
thought of taking on the 
Battle.net community, I finally 
took the leap. Fifteen or so 
games in and I’m silver league 
placed and regularly found 
screaming incoherently at an 
SCV in my dressing gown. 
What he’s doing in my dressing 
gown PII never know, but that 


Take on the world! (Excluding large 


concerns me less than the 
oncoming hordes of those rather 
zealous enemy units (I forget 
what they’re called). 

Despite my frustration at my 
sweaty palms interfering with 
my playing and the heart 
palpitations when some prat 
cheeses me, it’s really a lot of fun 
and the auto skill matching is 
pretty good. Many a time I have 
been lulled into a false sense of 
comfort after a victory only to 


Il- Total War. Some 

of the voices in the 
games sound very 
familiar. And then it 
struck me: it's that 
sodding Meerkat from 
the "Compare the 
Market" TV adverts - 
Simon Greenall! 
Gavin Hay 

Wonder how he got the 
job. Did he have to send 
"samples?" 


E Sometimes we 
all need a good butt 
whoopin' 

Shaun Mcgurk 
Speak for yourself, 
pervert. 


E | almost feel bad 
creasing the pages of 
the new PC Gamer! 
ZD183 

You should! We 

feel pain! We feel 
paaaaaain! 


E | just received issue 
229 (thanks!) and on 
my usual preliminary 
flip through | came 
across the review of 
Duke Nukem Forever. 
Ah, | thought, | know 
how this one ends. 
I saw the review on 
the website. 80%. 
So | was surprised 
to find the score of 
29% waiting for me 
at the end of the 
article. What? 29%? 
But the website said 
80%. How can two 
PC Gamer reviewers 
play the same game 
and come out with 
such vastly different 
scores? 
s AaronProbets — . 
i MATS 


Av 


„parts of Europe, America, and Korea). 
ms = - 


THE HOT MAIL 


Miss the days 

| don't know about you, 

but Imiss the days- 

terribly - where Iwould 
get my games spawned across ten 3.5” 
disks, with holes drilled in the corners to 
ensure they would then be double- 
sided, saving me money, and then 
installing said games and getting to 
about disk 8 and encountering read 
errors that halted further progression, 
forcing meto buy another box of disks 
and drilling more carefully. 

lalso miss the days of actually 
believing that the C64 version of 
Dragon's Lair l'd been waiting for six 
months to come out would reproduce 
accurately the Laserdisc version I'd 
played at the arcades, and that the 
hydraulic chair system of Powerarift 
could be easily replicated by having 
friends simply tilt the sofa about 
violently as | sat infront ofthe TV with 
joystick in hand. 
Finally, | miss the days of yore where 


subtle change in tack by the 
enemy, resulting in 
contemplative raise of my 


to bea good player are a long 


| put offlike I was at first. 


just to get a DOS game working you 
would need a Computer Science 
degree or equivalent in order to 
understand andactuallyimplement an 
AUTOEXEC.BAT file that could 
effectively run without errors and 
actually get sound to work, suchas 
with games like Wing Commander and 
X-Wing. Kids these days just haveit all 
too easy. Gamers just don't realise — in 
my day you had to be a real MAN in 
order to face the myriad complexities 
confronting you. Buying the game was 
simply just the beginning. 

Rob Roemer 


As faras we're concerned, theonly 
better place for those memories than 
thepast would be in some kind of 
memory hole, a la 1984. Please accept 
this prize, courtesy of the present... 
you may think of itas The Future... asa 
reminder of how much betterthings 
are than in the days of floppies. 

PCG 


The best missive we receive every issue will win its sender a shock-proof 32GB USB drive worth 
£70, courtesy of our lovely friends at Corsair. Find out about these gadgets at www. corsair.com. 


See above for how to get in touch with PC Gamer! 
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have my ass handed to me bya 


eyebrow before returning to a 
fresh battle. Learning the skills 


way away but nobody should be 


"Why do game 
developers use the 
same old ideas 
over and over?" 


"Tutorials are everywhere and 
the more you play and 
understand, the more accessible 
they become. Oh and 
professional replays are like 
beauty magazines in a Baz 
Luhrmann song, they only 
make you feel FAT. SoIavoid 
that as a comparison. 

Paul Kelly 


People shouldn’t be put off, after 
all, what’s the worst that could 
happen? Losing online has zero 
downsides, just pick yourself up 
and start anew game 

PCG 


Super soldier 

I have to ask: why do game 
developers use the same old 
ideas over and over again? Yes, 
it’s true that FPS games are fun, 
but why does there need to be so 
many of them? Games that I am 
currently enjoying include 
Quake IT, VVVVVV and 
Minecraft, which is a very nice 
selection of great games from 
different genres, yetsome 
people put them down because 
they think that most games that 
aren't FPSes are bad. And even 
though Quake II is an FPS they 
still put it down because “It’s 
old” or “The graphics suck” but 
without that game they wouldn’t 
be playing CoD (or whatever 
people play). 

Iam also replaying Crysis 2 on 
Super Soldier difficulty, which is 
rather easy because you 
naturally think more likea 


a 


£4 WorldM 


survivor of a deadly event. Super 
Soldier difficulty makes Crysis 2 
far more enjoyable. It's just a 
shame that the NPCs aren't 
dynamically spawned like the 
zombies in L4D and L4D2. 
Dylan Hardisty 


Now we're imagining Crysis 2 
full of zombies. There really 
aren't enough games with 
zombies at the moment, are 
there? Someone should do 
something about that. VV VVV 
zombies, Minecraft zombies... 
of course, in the interests of 
balance, we would have to fill 
Left 4 Dead with an army of 
tooled-up soldiers. 

PCG 


I'm not alone 

“Tf you wait till a game is 
finished to release it you’ve 
waited too long.” Well, Louis 
Castle (Westwood) has voiced 
what I’ve suspected for a long 
time regarding developer/ 
publisher attitudes. Just what 
constitutes a finished game 
these days anyway? Forgetting 
inexcusable (yet now accepted) 
post-patching, what actually 
bothers me most is DLC. It is 
perceived as prolonging the life 
ofa game, but how much of it is 
actually planned during the 
original development to extend 
revenue? Why wait a year or 
more just to own the complete 
package? Fallout 3 only really 
became the game it should have 
been after the Brotherhood DLC. 
Guess what... Fallout: New Vegas, 
Mass Effect 2, even the mighty 
Skyrim: Ym holding out for the 
GOTY editions. And I know 
I'm notalone. They are all more 
enjoyable a year down the line. 
Darren Bailey 


Atleast these days, you know 
that’s the trade-off: to play it 
now, or to play it later, better. If 
anything, it’s a shame that the 
games themselves can’t evolve 
over the course of a year, to 
make it worth keeping them 


Maybe hold on a year before Ù 
booking your holiday to New Vegas. 


TOP DRAW 


Who was that 

masked maninPCG 

230? That would be 
FarCry, cleverly disguised by not 
actually wearing amask. (Congrats 


Is it Unpaid Library [7 
II: The Reckoning? 


from James Archibald. He wins the 
prize. Anyone who guesses what it is 
wins the satisfaction of being 
smarter than anyone who doesn't. 


to Joseph Hollister.) 


More mysteries await this month, 
in this frankly far-too-good offering 


Send your daubings to pcgamer@futurenet.com —the one welikethe best wins the voucher. 
No prizes for guessing the game, but the first to guess correctly gets their namein print. 


“I couldn't help but 
wonder why there 
still hasn’t beena 
Stargate game” 


installed and ready for that 
DLC. Organised New Vegas 
poker tournament in 
November, anybody? 

PCG 


Forge new alliances 

I consider myself to be a huge 
fan of Stargate and I couldn’t 
help but wonder why there still 
hasn’t been a Stargate game. All 
the makings of a fantastically 
in-depth game are already 
present what with the rich 
storyline, hundreds of different 
worlds to explore and further 
expansion possibilities into the 
spin-off series. An idea popped 
into my head of an FPS/RPG 
hybrid with a similar style to 
Mass Effect where there is a 
central plot but you have the 
option to explore the universe as 


Those thickies, smashing their 
confused heads into their desks. 
Have pity forthem. If you want. 
Frankly, we don't care, Onwards! 


you see fit to find hidden 
treasures or forge new alliances. 
Harry Moore 


There was actually a Stargate 
SG-1 game, The Resistance. 
(Two if you count an indie AGS 
adventure, and many more if 
you count multiple FPS mods.) 
Don’t worry that you missed 
out. It was a badly made Unreal 
skin-job, largely coughed out to 
raise money for an MMORPG, 
Stargate Worlds, which will 
never see the light of day. Sorry 
about that. 

PCG 


An age thing 
Ihave been reading PC Gamer 
now for about eight years and 
although I generally agree with 
everything you write, when it 
comes down to one of my 
favourite games of recent years I 
think you have missed the point 
entirely. FEAR is the scariest 
game I have ever played, I have 
had three mini heart-attacks 
while playing the first FEAR 
game andas for FEAR 2, even if 
you took away the horror 
elements it would still be a great 
shooter in its own right. 

Maybe it's an age thing, 
because horror films didn’t scare 
me one bit when I was younger 


voucher from 
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As the web score came 
from PCG US, maybe 
it’s one of those cases 
where the humour just 
didn’t carry across the 
Atlantic. Or the fun. 

Or the desire for Duke 
Nukem to stink up 

our hard drives with 
his decaying stench. 
Consider it one of 

the many differences 
between our two 
nations, like us not 
appreciating chocolate 
that tastes of vomit. 

E World of Tanks 
downloaded! First 
and second games: 
“Pm a tank! A really, 
really slow tank. Oh 
the round has ended 
before | even got to 
the front line.” Third 
game: “I never even 
saw the tank that 
killed me.” 

Paul Newrick 

They say you never see 
the tank that kills you. 
Of course, they were 
probably thinking of 
bullets. We on the other 
hand are thinking of 
Krispy Kreme donuts. 
Could someone send us 
a box? Thanks. 


E laminsanely 
enjoying The Orange 
Box again! Purely an 
all time classic. The 
physics in Half-Life 2 
when a barrel blows up 
next to police always 
makes me laugh. 
Daniel Chicken 
Sorry to hear that. 
Have you spoken to a 
neurologist ? 


E Hi PC Gamer. Just 
sending in a little 
scribble | did from 
Rhythm Tengoku, for 
the Gameboy Advance. 
l'd be interested to 
see if any of the other 
readers guessed the 
game. 

Phry Phrysmith 

Oh, your Top Draw entry 
was doing so well with 
"Hi PC Gamer", but you 
slightly missed the mark 
with "for the Gameboy 
Advance." See if you can 
spot where. 


E What's on my 
mind? Impatiently 
waiting for Deus Ex: 
Human Revolution and 
Dead Island. 

Abs Yasin 

Then at least half your 
mind should be at ease, 
soldier. Meanwhile, 
check out p100. 
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SEND 


RE-TWEETS 


Tweet your 140 character 
review to our 
Twitter account 
(QPC Gamer. 
Don't forget 
toinclude the 
game's name 
and a score 


E Zork: 
Grand Inquisitor 
Batshit insane and 
wonderful. 

80% 

Delixe 


E Day of Defeat: 
Source 

| like to think that 
soldiers in WWII went 
around punching each 
other in the back of the 
head this much. 

87% 

Beggbiee 


E Borderlands 
+Great loot system, 
+fun gameplay, 
+awesome co-op. 
-Sometimes gets 
repetitive. 909/5 
Waybj 


E Dungeons of 
Dredmor 
Aroguelike that's 
actually fun to play. 


but both these games should get 
the accolades they deserve and a 
score of 9096. 

Denis Arthur Roe 


Mini beart-attacks are notbing. 
Our stance is clear: notbing 
short of a ruptured spleen 
makes it over the 90% barrier 
on fear-factor alone. And we 
demand to see doctors’ notes. 
PCG 


Kibibyte is 1024 

On page 99 of issue 230 in the 
Hardware Report, you seem to 
have made a mistake in ‘How big 
is my drive?". You say the 
‘marketeers rounding 1KB 
down from 1,024 bytes to 1,000’, 
but 1KB (Lkilobyte) is in fact 
1,000 bytes. You seem to have 
confused KB (kilobyte) with 
KiB (kibibyte). A kilobyte is 
1,000 bytes whereas a kibibyte is 
1,024 bytes. 

Joe Harrison 


Adam's response: “Wow. I don’t 
think I’ve ever seen anyone use 
the word kibibyte before. Ever. 


"Youseem to have 
confused KB with 
KiB” 

kilobyte also means 1024 bytes. 
SI only governs the metric 
system — plenty of other systems 
are in common usage, as the 
Daily Mail is happy to remind 
us every time a grocer is fined 
for selling in pounds and 
ounces. Kilobyte always, always 
meant 1024 bytes, because 1024 
is a power of 2 and therefore 
useful to engineers working in 
binary matbs — unlike 1000." 
PCG 


Retraction of it 
Wandering around some shops 
the other day, I was thinking 
about how some companies said 


digital distribution titles from 
their shops, but then backed off 
from the threat. However, 
months after this bluff, when I 
walk in to the shops there are 
considerably fewer PC games 
than in the not too distant past. 

Surely one of the big reasons 
people are picking digital 
distribution over retail is because 
shops are making their PC 
sections smaller and smaller, 
giving us a much more limited 
choice as to what games we can 
purchase on the high street? 

Obviously digital distribution 
is always going to have a bigger 
choice, but if they're simply not 
stocking itin their shops... 
Kelvin Samuel 


Threatening not to stock PC 
games does smack of an empty 
tbreat given tbe tiny number of 
sbelves given over to PC games 
in the first place. The real fun 
will be when all systems are 
primarily digital distribution 
based, and the only reason any 
of us will need to go into a game 
store any more is to... ub... um... 


87% “This chap is also wrong: | that they would remove all PCG 
Anyprophet 
YOU'RE PLAYING 
William Haynes == _Aimat his feet. 
Currently playing: He's not going to jump. 
Guild Wars 


After afew long years | finally 
pickedup my scythe to answer U A =. 
the call of my beloved Kryta’s : X E 
pounding drums. The new content, War in : n 
Kryta, servesto bridge the gap storywise i «io 
between Guild Wars and Guild Wars 2, (ew s ——— 
providing players with loads of goodies as . 
wellasa great storyline. 

Whilst the graphics might not be top-notch 
Crysis level in raw technical terms, the artis 
stilljust as amazing and once again | found 
myself saying “wow, look at that" on more 
thanone occasion while exploring its 
beautiful world. 

Thefirst few quests are perfect for 
returning players, easy enough to get you 
started again, and then the missions start 
coming. Some arerather brutal but after a 
fewattempts they're manageable. Aftera 
fair few hours though, | find myself defending 
the muchloved capital city of Lion’s Arch. In 
anawesome standoff between forces, | 


expansionis more than | could ever have 
asked for - simply revisiting old places and 
taking a lookin on old friends is great, 
especially as it doesn't costa penny. 

Better yet, theres more to come! Overall, I'd 
give Guild Wars at least 90%. It’s asuperb 
game with hours of content, especially if you 


buy the all-in-one package. Pam. 


managetohold on and amrewarded with a 
weaponto display in my Hall of Monuments 
andasuperb speech from those | helped. 

It’s things like this that have always kept me 
coming back to Guild Wars — the sense of 
accomplishment and feeling of pride without 
having to spend 20 long hours grinding to get 
it. The new content on offer in this latest 


A 


PS | Tell us about the game you love, and why, in 300 words. Write to the usual place, and include your name and a photo. The best 
crucia piece each month wins 2GB of Crucial Ballistix RAM carefully chosen for their PC by Crucial’s experts - see www.crucial.com/uk. 
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for every reader’ 
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Experience Audible yourself by starting your 14-Day FREE trial today! 


Go to audible.co.uk/gamer to sign up for a 14-Day free trial 
and get a FREE digital audiobook from a selection of over 50,000 titles. 


www.audible.co.uk/gamer 


Your free trial is no-commitment, and your free audiobook is yours to keep, 
whether you decide to stay on to become an Audible member or not. 


o 
audible.co.uk 


An Amazon company 


4 here Free Trial Details 
f our o 
e. tend age qas will renew each month for just £7.99 per month so you can continue to receive one audiobook credit per month plus members-only discounts on all audio 
Inici 


nth plan fór free, and we'll give you a free audiobook of your choice. You will not be charged during your free trial period and even if you decide to cancel you can still keep 


MC a o commit E daas at anytime. Any unused audiobook credits will be lost at cancellation. *One free trial per person - sorry, if you've had a free trial from Audible before, you 
are not eligible for this offer. However, follow the link here to find out about special discounted membership offers on-site. 


Play among 
yourselves 
New month, same old 
Minecraft addiction. 
Get on our server for 
your fix. 


Ragereleased 


id's first non-sequel 
fora decade. Try it out 
with PCG friends. 


Play among 
yourselves 


As thenights draw in, 
block out the cold by 
tucking yourself into 
our toasty TF2 server. 


ArkhamCity 
released 


A co-op mode is 
rumoured. Get a Robin 
from our forum. 


PCG 233 out 


Make sure you read 
every word. We'll be 
testing you in the 
following issue. 


Ynr 


The PC Gamer community is never satisfied. It will not rest until 
ithas consumed you too. In the nicest possible way. 


Hooray! We've got more 
people in the PC Gamer 
community than liveonthe 
islands of St Kitts & Nevis. We passed 
Lichtenstein a few months ago. 
[twill soon be time for us to buy our 
ownislandsomewhere and outfit it 


for giganto-LAN parties. You should 
spend some time with your soon- 
to-be neighbours: why not popinto 
the Steam group chat room and play 
some games with them? Or head over 
topcgamer.com/forumto find a hub 
for our larger communities — WoW, 


POPULATION 41806 


Rift, and EVE among them. At the very 
least, play on one of our servers, or join 
one of our guilds. Both are frequented 
byPCgaming’s friendliest people, and 
we'd love to see you there. 


HOSTED BY MULTIPLAY 


IP: 83.222.240.186 Port:28265 
Minutes quickly turn into hours on our Minecraft server. We've 
got some astounding builds to feast your eyes on. 


St 3 
LEFT 4 DEAD 2 
IP: 85.236.100.18 Port:27615 


We've been trying toget rid of these zombies on our server for 
months now. They just keep coming. Kill some for us. 


STEP 1 


If you don't already have a 
Steam account, head to www. 
steampowered.com, download 
the client, run it and sign up. 


HOW TO JOIN 
THE STEAM 
COMMUNITY 
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| TEAM FORTRESS 2 
IP: 85.236.100.18 Port: 27115 


What maps do you want to see in our rotation? Let us know on 
the forum, and we may include them. If you pick Degroot Keep. 


IP: 85.236.100.18 Port: 7957 
We're still playing this in the office, conjuring up incredible last- 
ditch stands and Herculean efforts every time. 


STEP 2 


Install your games from the 
Steam client. If you’re having 
technical problems, hit the 
forums at the Steam site. 


STEP 3 


In the community tab of the 
Steam client, search for PC Gamer 
and join our group. Then chat, play 
and troll to your heart’s content. 


WoW welcomes you 


PLAYER 
OF THEMONTH 


Who? Akee 
Where? The PCG WoW guild 
Why? For taking charge of 
500-odd people alongside 
similar supremo Bimble. 


Catch up with our largest guild 


O ur World of Warcraft 
guild remains PC 
Gamer’s largest and 
most successful group of 
superfriends. We've got 
over 600 registered 
members on board, 200 
of whom are active on a 
near-daily basis. 

Having that many 
people means we can have 
parties, like the one guild leader 
Bimble organised for the end of 
September, where he gave out 
11,000G's worth of prizes to 
guild members. Prior to that, we 


a 


“600 to beam up.” 


ran a pirate-themed lottery 
party that ended with most of 
our members going out for a lie 
down and spelling ‘PCG’ with 
their bodies. 
"D hat's a fairly normal 

night for a guild as big 
and organised as ours. If 
you'd prefer something a 
little more killy, we've also 
got two ten-man raid teams in 
Firelands, and have currently 


taken down four of seven bosses. 


Werun weekly guild 
Battlegrounds, and have a few 
arena teams for PvPers to join 


PCG! Or PiCiG, 
possibly. 


and hurt other real-life people. 
We've also just started 
experimenting with war games: 
unranked 10 vs 10 PvP 
competitions between members 
of the guild that let us test out 
battle combinations, practise 
combat tactics and beat the snot 
out of our friends. 

If these sound like the kind of 
things you'd like to spend your 
World of Warcraft time doing, 
simply whisper one of our 
officers for an invite. Head over 
to bit.hy/pegwowguild to find out 


more details. @ 


CAN YOU FILL RIFT? 


Raiders: our Rift guild needs 

your help. We've got a 

sizeable presence out inthe 
planes of Telara, making us an 
excellent place for new and mid-level 
players to train, grow and learn the 
game. But we're lacking at our top- 
end, thanks to other guilds offeringa 
more hardcore raiding experience. 

We know our Rift guild is the best 


It’s ugly. 
Let's kill it. 


place to first experience the game; we 
want to make it the best place to stay 
duringyourtime in Rift, too. We need 
experienced raiders to step forward 
and help build theinfrastructure 
that'll keep top level players around. 
Popover to bit.ly/ocgriftif you're 
interested, and make yourself known. 
But wedon' just want top-level 
players: ifyou’re a tiny noob, enticed by 


the game and the warm, safe cocoon 
PCG promises, we'll welcome you with 
open arms. We've got a whole mess of 
stuff going on in this guild. 

Rift’s player-vs-player takes place 
between the game's two factions — 
Defiants, represented by PCG, and 
Guardians. On joining the game, ina 
mode that asked players tocapture 
and holda fang (as opposed toa flag), 
our brave guilders were already down 
385 out of a possible 500 points. 

Ourseasoned veterans surveyed the 
carnage, andimmediately began 
issuing orders. Two groups formed and 
flanked the steadystream of solo 
players sprinting to their slaughter. 
Behind enemy lines, they were able to 
execute their foe's healer, before 
crushing the remaining force. As their 
opposition regrouped, our men and 
women formed ranks around the fang. 
The foe pushed, pushed, and pushed 
again, but we would not be broken. 

Asour fighters stood together, their 
points ticked up. As one, a cheer went 
up- they had vanquished their foes by 
500 points to 410. 
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NOW PLAYING 


StarCraft Il 

Forum: bit.ly/ 
Xcgstarcraft 

PCG first 

StarCraft | forum 
tournament is underway 
as this is being typed. 
We might not have the 
megabucks and glitz of 
an MLG or a GSL, but 
We sure do have a set 

of raggedy stickers and 
a comic book to give to 
the winner. The entrants 
have impressed us so far: 
mast of you live up in the 
scary diamond league, 
ensuring that the quality 
Of game is impressively 
high. We'll be putting 

all the tournaments up 
somewhere for non- 
entrants to watch, too, 
and running a second 
tournament soon 


Minecraft 

Server: 83772 240186 
Port: 28765 

E The office keeps 
Stalling at the moment. 
Invariably, someone will 
log into Minecraft during 
the course of the day, 
and invariably they'll 
pop onto the PC Gamer 
server. Hours are then 
jettisoned as they find 
a warp point to sorne 
amazing creation, and 
everyone has to crowd 
round their desk and 

go “Jesus Christ, look at 
t ect recreation 
ons head/ 


[vil 


you stop making such 
amazing stuff and let us 
do some actual work, 
ve don't want that 
to happen 


EF 
e 
= 


EVE Online 

Corp name: PCG 
Enterprises 

Apply: bit. \y/ocgeve 

E Our EVE corporation 
celebrated its one-year 
anniversary recently. 
And like all one-year- 
olds, it celebrated 

it with wormhole 

umps, industrial 
development and cake. 
PCG Enterprises waved 
goodbye to some of 

our older pilots as they 
made the leap into less 
avelled space, but we 
welcome new faces 
every day. Chief among 
nese are our new 
eaders, with the dashing 
Sam Redshift as CEO. If 
you want to find a new 
spacehome, head over to 
ne link above and apply. 


[val 
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[x [c] NETWORK 


PEOPLE 


Wetalktothe people who shape our gaming culture, 
starting with StarCraft II strategy superstar DayI9]. 


DAY IN 
THELIFE 


SAN 


Sean's up early to 
and answer 
aro 


StarCraft Il replays 


TIAM 


se completed, he's 
ee to devote his time to 
community topics. 


LMI 


Depending on t 
show, Sean 
through rep 

Mond d 

time to prepare. 


SPM 


Thursday 


series to spot key events. 


OPM 


Show preparation is 

drawing to a close, and the 
community starts to appear 

inthe streaming chat room. 


/PM 


Sean goes live. Most ‘dailies’ 
last around an hour, and 
involve cutting between 
garnes view LII, and 
Seansitting in his bedroom. 


TIM 


Sleepytime. a ean's 
off casting an e 
which happ 
and obliged to stay up way 
past | ipe The casting 


SEAN ‘DAY[9]’ PLOTT 


sDay[9], Sean Plott has 
A become a figurehead for 

the StarCraft Il community. 
He commentates major professional 
tournaments across the world, and 
produces web TV showsthat have 
been viewed over 27 million times, 
helping players hone their skills and 
showing them creative strategies. He's 
alsoa man of discerning taste, having 
read PCG “since | was really young.” 


Why doyou play StarCraft? 
My answer changes from place to 
place, because there areso many 
great reasons why you should play 
the game. |started playing StarCraft 
because my brother and | just love 
playing games in general — especially 
any competitive game. We love 
competing against each other. We 
were into all sorts of ridiculous games 
that you've never even heard of, like 
Frog Racing — serious old-school 
games like that. 


When did you start playing? 
When StarCraft cameout, not only 
was it something we could compete 
at, butit had such rich depth to it that 
we never hit the point that we hitin 
other videogames. With StarCraft it 
seemed like there was no bottom of 
this ocean of possibility. 

The reason that still doit nowis 
the social aspect. It's notthe game, it's 
more the lifestyle. You start playing 
then think “I’m having trouble with my 
Terran vs Zerg.” Then you realise it's 
NesTea versus Boxer tonight, youhave 
to watch that to see how the pros do 
it. Then three of your friends want to 
watch as well. Afterwards you all want 
totalkaboutit outandtestthe ideas 
you've seen. 


What’s mostimportant fora 
new player to focus on? 

The big thing! would sayis, the game 
isjust as much about your hands 
andremembering to do things as it 
isabout the fancy strategy. The real 


mistake that every new player makes 
is that they start playing StarCraft and 
they want to doall these tricks and 
tactics, and at the end of the day, if 
they're not making probes, making 
pylons, and spending their damn 
money, they’re going to lose. Is unit 
Abetter than unit B? Whatever the 
answeris, if you have eight times as 
many, he’s going tolose. 


Where do you want e-sports 
togonext? 

I would like it if e-sports hada position 
between sportsas seen on television, 
and chess. It’s quite easy to get 
what's going on - but at thesame 
timethe playersare so skilful, that it's 
importantthat people understand 
how hard it isto do what they do. 


Sohow do yousee e-sports 
getting there? 

I'mof the opinion that people are 
spending too long sitting around and 
staring at each other, asking "when 
ise-sports gonna happen?" There's 
always ‘signs’ that e-sports is going to 
happen, but there's never someone 
who makes ithappen. At the end 
ofthe day, unless someone is there 


z] Dealing with Broodlings: 


> Day[9] will teach you how. 


pushingit on the forefront, it'll never 
get big. | thinkit needs a people willing 
totake risks, who get the community. 
The big keyis that, probably ten 
years ago, all televised content that 
was produced had an executive 
producer at the head who they would 
hire to just bark orders at people 
and make the show run. To gather 
everyone together and to create 
something. | think the reason gaming 
issohardto penetrateis that an 
executive producer doesn't get it. 
Gamingis not an activity, itis ina 
sense a lifestyle. No-one really got 
that ten years ago, but now! think that 
the people who've been immersed in 
the gaming community their whole 
lives are starting to get jobs. 


Do you think that StarCraft Il 
is going tobe the game that 
finally breaks the barrier? 

| definitely think that StarCraft Il is 
going tobe remembered as the game 
that madea dent in people's minds, 
fore-sports. Maybe some ofthe 
expansions for StarCraft I! will do more, 
maybe it will be another game, but | 
thinkthat people are starting to say 
“Hey, there’s something special here." 
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CLASSIC ROCK 
ROLL OF HONOUR 


YOUR CHANCE TO HAVE YOUR SAY! 


4 VOTING NOW OPEN AT D, 
* WWW.CLASSICROCKMAGAZINE.COM/AWARDS £ 


~ — gniidtie Too — Musicians! BICHEM py 
à i oft Union , 
— „S 
eagle vision La L mmu Py - Misa 


currenciescoux  SMOREHEA ascot LABEL Group Amonrorauoio — JEFFERY KORR 


ete WW NETWORK 


WIN! 


The winner of PCG 229's 
Catastrophe Kit competition 


T hanks to your entries for 
PC Gamer 229's 
competition in honour 
of Red Faction: Armageddon, any 
time we decide to go on a 
magazine camping trip, we're 
ready. We asked for help 
surviving the end of the world, 
and many of you provided 
ruthlessly practical sacks of 


by Dan Connolly 


ll 


lifesaving items. Does anyone 
want a collapsible metal shovel? 
"Two glowsticks? A pouch of 
‘beans and bacon’? Yes, it comes 
ina poucb. 

Some of you gave your 
survival kita proper 
apocalyptic makeover. The 
appropriately named Tom 
Savage sent us a blood- 


JII 


| A is for 
Apocalypse 


T is for 
Thunder dome 


spattered case of grim goodies, 
including a pistol thatwe hope 
only fires BBs, dried pasta, and 
some hypodermic needles. Paul 
Coster went down a similar 
route, giving us a box filled 
with weaponry of various sorts, 
as well as some useful rations. 

Any other month, one of 
these entries would have won 
the PC, but this month’s victor 
is Dan Connolly. Dan thought 
around the problem of 


WHAT DAN WON... 


E Core i7 CPU 

E Nvidia GeForce GTX 560 
Ti 1GB 

E 4GB RAM 

E 1TBHDD 

E Asetek 510LD Xtremegear 
liquid cooling 


armageddon survival. Realising 
that children are the future, he 
wrote, designed and bound a 
beautiful kids’ A-Z book of 
end-of-the-world dangers. On 
every page, Dan drew an easy- 
to-understand guide to the 
dangers of the apocalypse: from 
Cthulhu to robots to two- 
headed nuclear snowmen. 

Dan, for reducing the office 
to helpless tears of geek pride, 
you win the PC. 


DIDIT 


Now win this... 


A zombie-splatting PC 


raditionally, the worst 
| things that can happen 

to you on holiday are 
skiing into a tree, finding your 
hotel is still being built, or 
drinking the local water and 
having to spend five days glued 
to the toilet. Dead Island takes 
holiday horror one step 
beyond, dropping a zombie 
plague on the beautiful resort 
island of Banoi. 

You play as one offour 
characters, each of whom —as 
well as being a terrific badass - 
is seemingly immune to 
zombification. They have their 
own specialisations, based 
around the game’s combat 
system: one is an expert with 
sharp items, another can hurl a 
spanner at a zombie’s head like 
nobody’s business. 

Banoi is peppered with other 
survivors, and most of them 
want you to do something for 
them. When you're not off 
performing quests around the 
island, you're free to pick up 
weapons and use them against 
the horde. Gettwo compatible 
weapons, and you can combine 


HOW TO WIN 


Shred the undead 


Design an anti-zombie device. Anything froma | 
convoluted trap that distracts zombies with 


them for maximum mess. 

We'd like you to turn your 
imagination to this task. We’ve 
gota PC, courtesy of publishers 
Deep Silver, for the person who 
invents the most ingenious 
zombie-mangling weapon. 
We've seen baseball bats 
covered in barbed wire and 
Molotov cocktails — we 
want something new. 


E GigaByte GA-Z68A-D3 motherboard 

E RAMKingston 2 x2GB DDR3 1333MHz 

m HDDITBF3 

E 24X DVD+-RW 

E FCNZXT Sentry fan control 

E VGA GTX 560 1GB graphics card 

E CoolerMaster HAF 912 Case 

E Asetek water cooling 

E PSU Cyberpower 800W 

E Intel Core i7 CPU 2600K overclocked 
to 4.5GHZ 


Name 


| Address 


metaphysical discussion before lowering them into 
acid, to a big stick with a bigger stick attached to the | 


end. Send us the results. But please, for the love of 
zombie Jesus, no realweapons through the post. 


COMPETITION RULES Ey taking part 
na Compet e 


PRIZE DRAW RULES Ey ta 


he Competition entry is entirely yourown after the sp 
3 i 


| Postcode 


| Email 


Phone Number 


Send your competition entry and this 
formto: The Just Drop Dead’ 
competition, PC Gamer, 30 
Monmouth St, Bath BAI 2BW. 

The closing date for this competition 
is October 26 2011. 


Yourcontact details from 
this entry form willonly be 
used for contacting you if 
you are a winner. For terms 
and conditions applying to 
PCGamer competitions, 
point your eyesat the 
small print leftwards. 
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When you REALLY need something funny. 


PC GAMER 


REVIEWS 


Whata carrion 


How we review 


Wherever possible, we finish every 
gamebeforefinalisingthe review. We 
revieweachgameonitsown merits, 
andtry tomatchit toa reviewer who'sa 
passionate expertin the field. The 
main aimofthe reviewssectionisto 
help you make buying decisions. As 
such, we'll review paid-for content of 
alltypesin addition to the latest 
big-namereleases. 


Our scoring 
system explained 


0-30% Intolerable 

Acrime against gaming. Whetherit's 
bugs or bad design, thisshouldbe shot 
onsight. 


31-45% Weak 
Serious flaws ruin any chance this 
gamehas of offering sustained fun. 


46-60% Mediocre 

Avery ordinary game, quickly 
forgotten. Thinktwice evenif you find 
itcheap. 


61-75% Fair 
Adecenteffort that, but fora little 
morepolish, couldabeen acontender. 


76-89% Good 
Enjoyable, well-made and entertaining 
—just falling short of true greatness. 


90%+ Editor's Choice 
Oozing class, this is the work of experts 
atthe top of their game. Bravo, sirs! 


[zm [c3 Y 2:1] Agamescoring 90% 


ormoreisthe proud 
€— recipientof a PC 
tot Gamer Editor's 


Choice award. The 
Editor's personal seal of approval 
means wethinktherecipientis a 
truly great exampleofits genre. 


THE PC GAMER MACHINES 

We aim to review games at their best, and this 
means playing them on our two Cyberpower PCs. 
The Gamer Infinity 7 Pro boasts a Core 17920 
CPU, 3Gb DDR3 RAM and a GTS250 graphics card. 
Coming from the AMD angle, our watercooled 
Gamer Ultra Perseus machine has a Phenom 

II CPU, 4Gb DDR3 RAM and an HD 4870 card. 
Powerful machines, both, but 
we also test new games on 
lower-spec machines, and 
we'll tell you if a game 
Will make unreasonable 
demands. Go to www. 
cyberpowersystem.co.uk 
for more info on our 
top-spec machines. 


^ (ESVISIZIZIZINZA 


my 


7 WorldMags 


Itwas5.30pmon the final day of Gamescom over four years ago when [first saw 
Dead island. Funnily enough was dead on my feet, and the developer had to 
physically drag me into the booth, promising me that itwould be worth 
Staying awake for. He laughed as he showed me the lovingly modelled 
s gore. Musculature scythed off the zombie he was bashing A flap of skin 
ag curled off as the crowbar pounded intothe disgusting flesh. 

ew Even back then the basic premisewasin place the holiday island, the 


mf. acquired melee weapons It stuck with me. Im glad to say the game 


NEWS EDITOR 
la 


THIS MONTH'S GAMES 


Dead Island 104 
F12011108 


Warhammer 40K Space 
Marine 116 


Call of Duty: Black Ops- 
Annihilation 122 


Bastion 124 
The Baconing 126 
Achron 127 


A NR 
A CRAIG PEARSON 


craig.pearson@futurenet.com 


AgeotEmpires:OnlinellO — 
Desktop Dungeons114 — 


Supreme Ruler: Cold War 120 


hasretainedits gleeful violence, and built it up into one of the 
. moreinteresting RPGs weve seen this year. 


Letusknow 
what youthink 
Getintouch via our 
‘Send’ section on page 
92 or viaourforumat 
www.pcgamer.com/ 
forum. 


War Inc 127 

OMSI 128 

Chantelise 130 

Traffic Manager Sim 2011 131 
Storm:Frontline Nations 131 
Men of War: Vietnam 122 
Pirates of Black Cove 134 
Serious Sam DD 136 

Cthulhu Saves the World 137 
Dungeons of Dredmore 137 
EYE: Divine Cybermancy 140 
THEY’RE BACK 

Quake 4142 


Chris Sawyer’s 
Locomotion 143 


Silent Hunter 5143 
Splinter Cell Conviction 143 


Final Fantasy XI Ultimate 
Collection 143 
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Whatisit? 
Open world first-person 
tropical zombie slasher. 


Influenced by 

Left 4 Dead, Far Cry2 
Playiton 

Core 2 Duo 2.6GHZ CPU, 
ATI2600XT/ GeForce 8600GT, 
BRAM, 7GB HDD 


Alternatively 
Dead Rising 2, 82% 


Copy protection 
Steam 


Ma 


"Ismacked it with the 

oar so hard its ribs flew 
out of its body and span 
away, spilling red stuff." 
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HORROR DAY 


Cleavers, gore, zombies galore, and a beautiful DEAD ISLAND 
to explore. It’s so good I wrote a poem. By Tom Senior 


hy won't you just 
die?” I cried, 
plunging a cleaver 
into a zombie’s 
skull. Car totalled, 
I was stuck on the side of a mountain, 
fending off the undead. Having 
blunted my weapons on his friends, 
this last one was proving hard to 
dispatch. A few more frantic swings, 
a terrible splat, and it died. I stood 
breathless. The zombie’s severed 
head rolled off the edge of the cliff. 
Scary, horrible, hilarious. Three 
traits of the best zombie fiction, 
which developers Techland have 
successfully infected their open- 
world zombie apocalypse sim with. 
The setup is simple. You wake ina 
hotel on the beautiful holiday resort 
of Banoi Island. A mysterious man 
on the other end ofa distant radio 
system is promising escape. You 
need to contact him, but there's a 
more pressing concern. Almost 


everyone is dead. And walking. 

A brief prologue, and you're shoved 
out of the door of a beach hut, armed 
with an oar, and instructed to clear 
out the nearby lifeguard tower. 

Dead Island's story 1s centred around 
a series of safehouses scattered about 
the open world, and its primary 
missions send you deeper into the 
island as you move from one group of 
survivors to the next. 

The first thing I noticed was the 
blood. When a zombie left its 
desiccated meal and lumbered 
towards me, I smacked it with the oar 
so hard its ribs flew out of its body 
and span away, spilling red stuff from 
its torso in all directions. The 
zombie groaned a little, then tried to 
get back up. I whacked it on the back 
until it expired. The gore was 
spectacular. The violence of 
Dead Island remains remarkable 
throughout the game. 

Half an hour later, the lifeguard 


“What's the matter, never taken ashortcut before?” 


Navigating the 


Il 
X Explosive barrel 


ic Meat bait 


mean streets of Dead Island's undead city 


EN "^c 


1. Find a way to scale 

| this building, throw 

the explosive barrel | 
| into the zombies and 

| ignite with a bullet. 


2. Chaaarge! Wade 
in slashing like a 

maniac. You'll take 
damage but it'll be 
more fun. 


3. Throw some 
crafted meat bait to 
distract the undead 
Use that tirne to slip 
past the shamblers. 


tower was secure and the survivors in 
the beach hut are free to move in and 
start building a stronghold. Once 
your comrades are established, you 
can wander around chatting to them, 
taking on more tasks to help them 
out. "There's always a main quest 
objective to follow, but it's often 
more satisfying to complete the 
dozens of sidequests that you pick up 
from survivors. If you're willing to 
risk your neck finding lost loved ones 
and medicine, they'll reward you 
with cash and weapons. 

Solfound myself heading into the 
surrounding bars and swimming 
pools, to find food, water and booze. 
In this order: food, water and booze. 


Trouble in paradise 
Missions sent me all over the island. 
I travelled to the coast to get flares 
from a downed helicopter, drove 
Out to a gas station to secure some 
vital orange juice, and braved the 
resort's hotel basements to rescue 
radio equipment. You spend a lot of 
time in Dead Island on fetch quests, 
but they're enlivened by the 
constant threat of zombie attack. 

It helps that the island is a 
beautiful, convoluted place to 
explore. Small wooden stairways coil 
around little pools and holiday huts, 
each area encircled by tropical fauna. 
It’s a careful layout that encourages 
exploration and puts you in close 
quarters with the lingering undead. 

AsIcompleted more missions, I 
gained experience and levelled up. 
There are four characters to choose 
from, and each has three skill trees 
from which you can unlock new 
combat moves and general buffs to 
make you and your weapons more 
resilient. I played as Xian Mei, 
mistress of sharp things. As well as 
the ability to deal hideous damage 
with edged weapons, I would 
eventually gain bonuses for 


| backstabsandflyingstabs.She's — » 
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Fe LA 


^ 
When plumbers go bad. 


Smacking zombies "| The result of p ue 
never gets old. three minutes’ work. 2 


Molotovs are a good 
last-ditch solution. 


|| “We must escape be 
| ooh, empty sun-loungers!” 


^ 
The locals. I’m getting a nasty 
gap-year flashback here. 
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fragile, but her limb-severing talents 
make her the most effective of the 
bunch. 

The other three characters can 
gain more ludicrous abilities. Rap 
star Sam B, master of blunt objects, 
hasarage mode that eventually 
causes his punches to send zombies 
flying through the air. It's funny and 
brutally effective. Master of 
throwing tat, Logan, hasan ability 
that causes tossed objects to return 
to his grasp. They don't fly back to 
him, they teleport to his hand and 
BOOMERANG! appears in big red 
letters on the screen. It makes no 
sense, but is tremendously satisfying 
toinflict, and can wipe out a small 
horde in seconds. Finally, Puma is 
master of Dead Island's rare but 
largely ineffectual firearms. You 
don't encounter guns until a third of 
the way into the game, and when you 
do, they're pathetic. It makes Puma 
easily the weakest character, though 
her group buffs are useful in co-op. 

In some ways, it's a better game asa 
singleplayer experience. The sense of 
unease as you wander the deserted 
island is more powerful, and the 
zombies a greater threat. But with 
friends, it becomes pure slapstick. 
Like the time Tom ‘goddamn’ 
Hatfield and I took ona Thug and an 
army of zombies in a parking lot. 

I was dedicated blunt close-combat 
specialist Sam B. Tom was ranged 
ninja Logan. With barely any plan in 
mind I charged in and launched a 
flying kick at a zombie. It connected 
with a bloody crunch, and then 
everything exploded. Tom, 
targeting the same zombie, had 
thrown a plank of wood just a 


moment after my kick flattened his 
prey. His auto-aim cursor shifted to 
the explosive canister positioned just 
behind that zombie. Hollywood 
physics did the rest, and I died 
horribly in the flames. It took a full 
minute for Tom's laughter to stop. 


Craft slicers 

One ofthe benefits of rolling with 
friends is the ability to swap items. 
Dead Islana’s weapons start out as 
flimsy, breakable tools that wear out 
after a few swipes. There’s always 
some debris to hand that'll get the 
job done, but as time passes you gain 
skills that increase the durability of 
your items, and you start spending 
money on upgrades. You'll find 
recipes that will let you craft mods 
for weapons, adding explosive, 
electrical and venomous effects. By 
the time I got beyond the tropical 
beachfronts, I had a favourite murder 
weapon that I kept in tiptop 
condition: an electrified sickle that I 
could never quite bring myself to 
chuck, unless it was ata zombie's 
head. I called her ‘Old Zappy: Her 
critical hits could reduce a zombie to 
a fizzing electric puddle. She never 
letme down. 

Beyond the holiday resort lies the 
game's best-kept secret: a vast inland 
city. It’s a warren of baked brown 
slums covered in litter and streaks of 
blood. The streets are lined with 
burnt-out cars. and the shattered 
shopfronts have been looted bare by 
gangs. This is Dead Island in 
survivalist mode. Pockets of 
humanity have scratched out 
safehouses here and there, while 
other areas have been taken over by 


Mad science 


The logic behind Dead Islan 


Bleach + lemon juice + zombie = 
Venomous Machete 


2x battery + masking tape = 
High Voltage Machete 


€ Expect to pay £30 € Release Out now € Publisher Deep Silver € Developer Techland 


ap tiotayer Up to4 co-op @ Link bit.ly/fp2scb 
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bandits who will shoot you on sight. 
You have to pick your way through 
the rubble, avoid large groups of 
zombies and constantly assess the 
best route to your objective. Is it safer 
to take to the rooftops, battle 
through the alleyways or brave the 
open streets? It feels like a war zone, 
with a tightly packed geography that 
makes it a fascinating place to 
explore. It’s inhabited by some 
memorable characters, too, not least 
the nun who sends you on a quest for 
booze and rewards you with a mace. 
Aside from some tedious sewer 
sections, each location feels busy and 
new. Later, you'll travel further 
afield, but I don't want to spoil to 
much of what lies ahead. 

Dead Island does have problems: it 
can occasionally feel clumsy. The 
skippable cutscenes seemed 
determined to make me hate my 
character, the minigame for 
smashing through doors is abysmal, 
andunless you want your zombies to 
bleed XP numbers as well as blood, 
you'll want to turn off that counter, 
and the zombie health bars, 
immediately. Niggles such as the 
slow mouse cursor in menus and the 
lack of drag and drop on the 
inventory screen contribute to a 
sense that Dead Island is a little rough 
around the edges, but it never breaks 
the experience. 

When it comes to combat, aside 
from the pants-but-rarely-used 
guns, getting up close with the 
undead has rarely been so grotesque 
and satisfying. 

Andthe game is huge. Dead Island 
lacks the geographical sprawl of Far 
Cry 2 or Just Cause 2, but the island is 
so varied and packed with detail that 
navigating it feels much more 
interesting. Even when blasting 
through the main quest line and 
ignoring the many, many side quests, 
it's easy to rack up 25-30 hours, and 
the whole thing is playable with a 
friend in co-op. 

Part grim, survivalist nightmare, 
part slapstick zombie comedy and the 
goriest game you'll play this year, 
Dead Island is the most fun you can 
have with an electrified cleaver and a 
sack of wet, walking flesh. a 


A sluggish interface, weak [refe YY ==) 


guns and a few dull sewers 8 2 


can't slow this game 
down. Dead Island is huge, 
bloody and beautiful. 


"A nun sends 
youona quest 
for booze and 
rewards you 
with a mace" 
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FORMULA WON 


After abit of arattly debut effort, FORMULA 1 2011 is 
running far smoother this time around. By Mike Channell 


Need to know 


Whatis it? 

The official game of the 2011 
Formula season and the 
second of Codemasters" 
punts at replicating the sport. 


Influenced by 
Grand Prix 4 


Playiton 

2.5GHz Core 2 Duo, 
4GBRAM, GeForce GTS 250 
or Radeon HD 4770 


Alternatively 
Race On, 81% 


Copy protection 
Steam, GFWL 


"Thenew 
handling 
makes every 
corner feel 
hard won” 


riving an Fl car 

is difficult. Well, 

driving one fast is. 

Justabout anyone 

with a driving licence 
could pootle one around a track, 
butto get the most out of it, you 
needa supernatural ability to hit 
the brakes a few metres later than 
when your instinct begs you to. 
You need to carry a few more miles 
per hour through the apex and get 
back on the gas a few moments 
earlier than the opposition. 

Last year’s game touched on 
that spirit, and now Codemasters 
Birmingham have sent a few 
thousand volts through the 
suspension for 2011. 

The key is a far more accurate 
driving model. You'd think being 
chastised by a new, more demanding 
physics system would make you 
feel less ofa hero, but actually it’s 
the opposite. The new, more lively 
handling makes every successful 
corner in FI feel hard won. 


Geta grip 


To help, there’s a configuration 
of driving aids. With everything 
switched on, your car is painted to 
the road. In addition, there's a new 
driving line that rises up around 
corners for a better view from that 
carbon-fibre coffin che F1 drivers 
wedge themselves into. 


Start your engines 
Fl can now hustle a McLaren, 
which I try out. I’m launching 
off the line and deftly scything 
through the pack on the run down 
to the tight left-hander. With nary 
a hint of tyre smoke, I sweep in and 
kiss the apex of the corner. Turn 
two is dispatched with a chuckle of 
haughty disdain as I neeeowwwww 
past FI's Dick Dastardly, Fernando 
Alonso. I’m Lewis Hamilton! 
Nowit’s just the simple task of 
slicing left around the uphill turn 
three. Except it isn't - the rear of 
my car is galloping past me and I'm 
in the process of being violently 


| deposited, backwards, into the 


Why FI cars are basically the Batmobile 


DRS 2 KERS e Pirelli tyres 

The Drag Reduction The Kinetic Energy The Pirellityres are 
Systemis armed if you're Recovery System takes the designed to wear more 
tailing a car by less than huge amounts of energy quickly, meaning in longer 
asecond at a designated generated by braking races you'll notice dramatic 
point on the track. Mashing and stores it in batteries. changes of grip ona single 
the button opens a slot in Charging up the batteries set of boots. You have to 


therear wing, reducing air 
resistance but also rear grip. 


enables you to use 6.67 
seconds’ worth of boost. 


make the same strategic 
calls as real drivers. 


+ Expect to pay £30 € Release September 23 @ Publisher Codemasters € Developer Codemasters 
Birmingham € Multiplayer 2-16 players online, 2-player splitscreen & Link www.codemasters.com 


n 


108 [Z2 /:23.com NOVEMBER2OTI 


nearest run-off area. OK, I’m not 
Lewis Hamilton, but for a moment 
there it was close. 

For the solo player there's not a 
great deal of structural change - the 
career mode is basically as it was, 
barring two new circuits and more 
frequent updates on rivalries with 
other drivers. The biggest challenge 
is getting to grips with KERS and 
DRS (Kinetic Energy Recovery 
System and Drag Reduction 
System), two genuine features of 
the sport that act like the traditional 
videogame turbo boost. 

Venture online and F7 2011 boasts 
a vastly upgraded offering. Not 
only can you now play with 15 other 
drivers, but any empty grid spots 
can be filled with AI competitors 
so youre always elbowing your way 
through an uncommonly populated 
field of cars. There’s also the option 
torun an entire championship in 
co-op as team-mates, collaborating 
to win the Constructors’ 
Championship but competing to 
secure the Drivers’ title. PC gamers 
are spoilt for choice when it comes 
to online racing, but F1 2011’s 
competitive additions are wonderful. 

The feature set may be loaded 
in favour of multiplayer, and there 
really hasn’t been a great deal added 
to the career path, but even if you’re 
devoid of contact with the outside 
world, the new physics engine 
is a meaty challenge. 

Ifyou do pluck up the 
courage to head online, though, 
that same handling model, 
combined with the blend of human 
and computer drivers, makes this 
one of the most exciting multiplayer 
racers in years. M 


An impressive second PC GAMER 
season that fixes our 

gripes from the first game 

and turns FI into an 

accomplished racer. 


Until we perfect the tech, you'll have to 
make your own vroooom sound effects. 


gw 


SS 


Rammed multiplayer grids 
mean messier first corners. 


They’re all friends really, ina 
sort of mannequin-like fashion. 


i - S n 
eh uus JAM 


! PHETET, 


- Get mates round for classic B 
splitscreen gaming action. & 


Why has no one tried the 


Use DRS up here in practice 
roadblock strategy before? 


and you're in for a bumpy ride. 
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PILLAGED 


Canitsreinventionas a free-to-play gametake AGE OF 
EMPIRES ONLINE into a new era? By Tom Senior 


Need to know 


Whatis it? 
A free-to-play online RTS and 
city building sim. 


Influenced by 
Company of Heroes Online, 
Age of Empires 


Playiton 
26Hz CPU, 128MB graphics card, 
1GB RAM, 3GB HDD 


Alternatively 
Rise of Nations, 88% 


Copy protection 
Tied to online account 


“Roll out as 


one angry 
mass and burn 


everything” 


i 


n most online RPGs you play 

as a single hero. In free-to- 

play Age of Empires Online, 

you're a city. You start out as 

either a Greek or Egyptian 
township, and must expand to 
becomea sprawling metropolis 
capable of training the most 
powerful units your chosen 
civilisation has to offer. 

To do so, you accept missions from 
beardy quest-givers loitering under 
giantyellow exclamation marks on 
the streets of your capital. They'll 
point out nearby enemy towns ripe 
for pillage. Stolen materials can be 
combined with blueprints to build 
more structures, which in turn can 
be upgraded to boost the strength of 
your units. 

When you jump into a quest, 
you're transported from your capital 
city view to a separate battlefield. 
Here 4oEO morphs into a traditional 
RTS that will be semi-recognisable 
to fans ofthe old games. You build a 
base, send out a mounted scout, set 


Mobs rule 


every time — here's why 
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7 Cavalry 
Rawhide armour 
gives my mounted 
units a 10% health 
boost, ideal for the 
front line. 


z Swordsmen 
The hooked 
blades they wield 
mean these guys will 
be doing most of 
the killing. 


TIO [zs [EY TE3.com NOVEMBER20I 


your villagers foraging, throw up 
barracks, train an enormous army, 
then roll outas one angry mass and 
burn everything. 

At one stage my Greek civilisation 
was at level five, and I was taking on a 
nearby tribe. My army was on 
autopilot and averaging about one 
war crime a minute. The enemy 
town centre was about to crumble. 
Their huts were aflame, my soldiers 
had stamped their farmland into 
useless dirt. A lone villager dashed 
away clutching a basket of fruit. An 
archer took aim and felled her witha 
shot in the back. 

The gorgeous cartoon visuals 
didn’t soften the blow. I felta twinge 
of guilt. The yellow exclamation 
marks made me do it, but it wasn’t 
their fault. The problem was that for 
the entire duration of our battle, the 
enemy village I had razed had never 
launched a single attack on my base. 
When provoked, they defended 
themselves, but were crushed by 
sheer force of numbers. 


3 Spearmen 
A Forgotten 
Medal accessory 
makes these chunky 
chaps cheaper and 
more damaging. 


A Archers 
Bringing up the 
rear, my fragile archers 
will pepper 
the front line from 
safety. Cowards. 


Itwasasign of things to come. 
Sometimes I'd have to rescue a group 
of kidnapped tribesmen, or defend 
friendly bases from attack, or destroy 
a barricade designed to stop and 
annihilate fleeing friendly NPCs. 
Irrespective ofthe mission, every 
battle adhered to the same formula. I 
would build up my base, train a few 
dozen warriors, then roll out and 
destroy all enemy forces safe in the 
knowledge that the lethargic AT 


would never respond to my actions. 


Plus ca change 
This was satisfying for a while, but 
it’s not long before missions start to 
feel like a chore. A constrained 
choice of units doesn’t help. 
Levelling up your town grants you 
points to spend on an enormous, 
three pronged tech tree where you 
can unlock and upgrade new units 
and buildings. As you advance 
further down the tree, your 
civilisation advances through the 
ages, but after six or so hours spent 
grinding homesteads into the dirt, I 
still only had access to spearmen, 
bowmen, swordsmen and a useless 
variety of javelin-throwing cavalry. 

Each unit is designed to counter a 
type of enemy unit. Spearmen are 
adept at taking down mounted 
enemies, for example, while 
swordsmen mince up foot soldiers, 
but in practice every problem can be 
solved by box-selecting everyone and 
right clicking on it. 

Occasionally, missions will gift you 
a devastating advanced unit to play 
around with. The Hetairoi are a 
Greek example. Mounted on barded 
steeds, flaming torches in hand, 
they’re adept at smashing buildings 
to pieces. They’re tough, and their 
rarity makes them worth protecting. 

Atlevel eight, I finally had a reason 
to change my strategy. I created a 
vanguard of swordsmen and 
spearmen to sweep away enemy 
combat units, then scurried them out 


| of the range of the lethal guard- > 
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Defensive towers can 
destroy small forces. 


Take out the town 
centre for a quick win. 


3 Hetairoi cavalry demolish 
: buildings in minutes. 
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Loot! Pillage! Profit! Ss ` 


You can loot hidden 
chests during missions. 
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towers to make room for the 
Hetairoi, who formed a column and 
stampeded through the town. They 
crushed every building and razed the 
town centre in a matter of seconds. 
Most satisfying. 

It was a rare moment of excitement 
ina campaign that was quickly 
becoming dull, but unique units like 
the Hetairoi can’t be unlocked 
through the skill tree. To train them | 
on the battlefield you must install 
that unit’s commander at your 
advisor’s hall in your capital city, but 
you can only do this if you've paid for 
the Greek or Egyptian Civilisation 
Pack, which costs around £12. 

As well as adding unique units, 
advisors confer general bonuses to 
your empire, and you can appoint 
one for each age your civilisation has 
progressed through. My copperage | 
advisor lets my villagers take more — | 
wood from trees, my bronze age 
advisor makes my guard towers more | 
powerful and my silver age advisor 
lets me train Phalanx warriors. 

The capital city offers layers and 
layers of customisation like this. My | 
city’s many shops and crafting lodges | 
held interest long after the steady 
stream of missions had started to feel | 
like a grind. You can boost your | 
troops’ performance in battle by 
equipping them with special 
weapons and armour pieces at your 
capital city's armoury. Separate 
crafting houses for infantry, cavalry 
and navalunits let you create new 
gear and one-shot consumables that 
can buffunits in the middle ofa 
fight, or even summon new ones to 
your town centre ata pinch. You'll 
need to buy a civilisation pack to 
equip the most powerful elite gear. 


Same difference 

While the idea of developing new 
armour and weapons for my warriors 
from my capital city was enticing, the | 
incremental nature ofeach upgrade | 
meant I never saw much effect from | 
my meddling. A new bow might give | 
my archers a little extra range, and 
new armour might make my 
spearmen 20% tougher, but this 
never changed their level of 
usefulness in combat. If new items 
gave units new abilities and new roles | 
on the battlefield, the upgrade | 
system has the potential to be much 
more compelling. As itis, your units 
may as well just be levelling up. They | 


Craftingring 


Theartof expanding <s 
your capital city 


! $ Questgiver ; 
© § Complete missions to $ 
* get blueprints, XP, gold 


e i 


AE. and build 


grow slightly stronger now and then, 
but never become more interesting 
touse. 

Asa result, AoEO feels like two 
different games that happen to share 
the same economy. Your capital city 
swells, earns money, generates items 
and lets you configure a complex, 
abstract build for your armed forces, 
but during the brief loading screen 


| thatseparates the city view and a 


mission, that build degenerates into a 
repetitive, straightforward RTS. 


| Build. Farm. Forage. Chop wood. 
| Build barracks. Train army. Box- 
| select. Right click. Win. 


‘The Egyptian civilisation doesn't 
offer much more variety. Their units 
are a little cheaper and slightly more 
fragile, but while Egyptian axemen 
and camel riders look different from 
Greek swordsmen and cavalry, they 
all work the same way in a fight. The 
Egyptian healing and support units, 
such as the Priestess of Ra and 
powerful War Elephants, are the 
only things that really set the two 
factions apart. 

Ifyou want more ofa challenge — 
and you will — you can also face off 
against other players in one-on-one 
or two-vs-two games in Sparta. This 
unlocks at level seven, and gives you 
a new way to earn experience, and 


| actsasa much better test of your 


army's build. Writing this review 


| during the beta period meant there 
| weren't many opponents to face, and 


battles were inevitably mismatched. 
"These problems will be alleviated by 


| more players, but others won't. 


Currently, paying players who 
have access to Commander advisors 


€ Expect to pay Free to play, £12 for civilisation pack € Release Out now € Publisher Microsoft Studios 
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Blueprint shop 
Built from designs 


earned in missions. 
Makes new blueprints. 


T "m 

Crafting shop 

& Use new blueprints 

WW to make this, for better 
$ arms and armour. 


Aa s 
Install arms at 
armoury to improve 
troops in battle. 


will be able to use elite units like the 
Hetairoi, and even if two players are 
evenly matched, it's difficult to see 
what upgrades the enemy has 
equipped, adding an unpredictability 
that makes countering enemy units 
difficult. At the very highest level, 
elite items can make innocuous units 
incredibly powerful. 

So PvP will likely be tough for 
players who haven't paid, but 
otherwise you can theoretically hit 
thelevel 40 cap without spending 
anything. Thereare no 
microtransactions in AoEO. You buy 
civilisation packs to gain access to 
the bestloot, or campaign packs for 
more missions. There are plans to 
add Celtic and Persian factions. 

Age of Empires Online feels perfect 
for a casual, occasional fling. If you 
wantto build a great big army and 
thoroughly stomp an enemy then it 
delivers. It's a beautiful game, packed 
with personality. The Hetairoi 
charge proudly, siege towers waddle 
comically and farmland burns 
convincingly, but even in the throes 
of my toughest battle I found myself 
clicking around, looking for more to 
do. As my forces overran the city 
walls, I collected all the cows on the 
map. I herded them into my base to 
form a bovine defence force, and 
suddenly realised just how bored I 
was. Until the battles become more 
challenging, all that city-building is 
just meaningless fiddling.m 


It's beautiful, free and PC GAMER 


addictive to a point, but 6 5 


Age of Empires Online's 
battles fail to deliver a 
challenge. 


“I collected all 
the cows to 

forma bovine 
defence force” 


* Ace Robot Entertainment and Gas Powered Games € Multiplayer Up to four ® Link bit.ly/cKhOkt 
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DUNGEON SWEEPER 


DESKTOP DUNGEONS takes the roguelikein a 
puzzling direction. By Dan Griliopoulos 


Need to know 


Whatisit? 
Aprocedurally generated 
dungeon-bash. 
Influenced by 

Dwarf Fortress 
Playiton 

Web browser with 

Unity installed 
Alternatively 

Puzzle Quest, 879/o 


Copy protection 
Internet required 


“The creatures 

are now all 

gurning 

cartoon faces" 
P: i F ud 1 ad 


he hero stepped up to 

the boss. He sized the 

monster up. He 

carefully inspected his 

chances, checked his 
own buffs and potion collection, and 
buggered off home. 

Desktop Dungeons was designed a 
year ago as a simple short web game, 
with the look ofa cutesy roguelike. 
After extensive rejigging, it’s been 
recreated as a more polished but 
equally compelling paid-for 
browser-only game. The art has 
been redrawn, so the creatures and 
heroes are now all gurning hand- 
drawn faces. While it’s still very 
simple, Desktop’s cartoony style 
comes across better than the recent 
Dungeons of Dredmor (see p135). 

Each ten-minute-long level starts 
with your hero alone ina single- 
screen labyrinth. As you click to 
move him, he uncovers more tiles, 
Minesweeper-style, and regains 
health and mana (also recoverable 
through a very limited number of 
potions). So part of the game’s puzzle 
element is to not explore the 


Time slices 


| dungeon too quickly, as the fog of 


war is effectively a secondary health 
bar. If the hero dies, the game has the 
same attitude to its heroes as Majesty: 
they are simply a limitless resource 
to be exploited by the Kingdom 
Administrator — you. 


Die, boss, die 

Your aim in each dungeon is to kill 
the end boss— much harder said than 
done, as he’s a high level monstrosity. 
Heroes can reliably kill enemies of 
their level or below, but that doesn’t 
pull in much experience. They get 
bonus experience for killing high 
level enemies, so the bigger puzzle of 
each level is in gambling your limited 
resources to level your hero up to kill 
the boss, without dying en route. 

You're aided in this by a clever little 
system that lets you know what the 
outcome of your next attack will be 
(although it doesn't always take 
special powers into account). 

Kill the boss and you can take his 
trophy (worth lots of gold) and 
escape the dungeon. 

Each of the randomly-generated 


How a ten-minute roguelike plays out 


10 min You consider attacking the boss. 


9 min You run out of fog of war, meaning 


you're down to healing potions and 
prayer. (Warning: the latter is a placebo.) 


8 min There are only five 
enemies left in the 
dungeon, including the 
boss. You have to be so 
careful now. 
7 min You almost die, but 
are saved by using a spell. 
The God of Death is angry 
and curses you. 


6 min The Godof Death rewards 
you with lots of armour and weapons 
for desecrating his rival's altars. He's a nob. 


1min You start alone in a badly lit 
dungeon. You begin to explore. 


2 min You encounter an 
enemy too hard for you and 
run away like a big girl. 


3 min You slaughter lots 
of lower-level enemies, 
and feel guilty. Goblins 
have mothers too. 


4min You find a petrify 
spell and turn low-level 
enemies into walls for 
experience-point boosts. 


5 min You've found an altar and 
dedicated yourself to the God of 
Death, who bans you from using magic. 


+ Expect to pay £6 € Release TBC € Publisher OCF Design € Developer In-house 


+ Multiplayer None € Link www.desktopdungeons.net 
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dungeons is balanced so that there's 
always a levelling path open to you, 
though you might need to think it 
through. Some tricks are explained 
in the excellent tutorial, others you'll 
need to work out for yourself, such as 
only attacking poisonous or mana- 
draining creatures just before you 
level up, or using the Warlord class's 
death protection spell to stay alive. 

Once you've established a town on 
the surface, you get to explore 
dungeons in the local hinterland 
with a hero chosen from the races 
and classes available to you. As you 
upgrade the town buildings to 
unlock more classes and races, you 
also unlock a wider variety of 
monsters, seemingly balanced 
against a related class. 

The brevity results in some 
balance issues. I found myselfina 
loop, where the difficulty of missions 
had risen to the point that I was 
forced to grind the easier ones for the 
money necessary to attempt the 
harder ones. A game rule that 
diminishes the returns from a given 
boss-trophy means that repeated 
failure can spiral downwards. You’re 
never in the situation where you can’t 
do a mission, but you will often be 
without the more expensive unlocks 
that make the mission easy. Ifthey 
introduced micropayments, I'd 
definitely pay for a shortcut. 

With thatstrange, enthused 
humour that’s become the norm in 
indie games (for example, all the 
spells have pidgin english names, 
such as Cydstepp), the main 
problem with this wonderfully 
netbook-friendly game is thatyou 
can't play it on the move. Hence 
the name, I guess.m 


Bite-sized, colourful PC GAMER 
chunks of randomly 

generated adventure. 

It's the perfect casual 

roguelike experience. 


Goblin berserkers: when you don't fem ou Gods give you bonuses in 7 Victory in Western Jungle as Goblin Berserker 
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The various badges do sod all 
except make you feel good. 
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Menu 


Advisor recommendation c 
— — = That'll be an ice- | 
world, then. 


There are new 
challenges available at 
the 

Completing puzzles will 
earn you vaiuabie gold 
and item rewards 
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3 Goo-blobs are a 
warrior's nemeses. 
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RIGHTEOUS 


The original SPACE MARINE is back to show the young pretenders 
how killings done. The answer? With great pleasure. By Rich McCormick 


Need to know 


Whatis it? 

Third-person action where you 
shoot and slice through orks. 
Influenced by 

Gears of War, God of War, 
only war, war 

Playiton 

Quad core CPU, 4GBRAM, 
Radeon 4890/Geforce 460 
Alternatively 
Darksiders, 85% 

Copy protection 

To be confirmed 


“Charge into 
something 
squishier, and 
they'll burst” 


Lat 


] 
LATINA 
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love my thunder hammer. I 
love the crackle of blue energy 
dancing across the weight on 
the end as my Space Marine - 
Ultramarines Captain Titus — 
hefts it backwards. I love swinging 
into the gurning face of an ork. I /ove 
chaining together three standard 
attacks, whirling and spinning with 
destructive force, before pressing F 
to slam my hammer into the floor, 
stunning every alien, monster, and 
monstrous alien in the vicinity. 

But life is difficult, because I also 
love my chainsword, and I can’t carry 
both. Oh, and can I tell you about my 
power axe? I want to explain how 
satisfying itis to boota Chaos cultist 
very hard in his scarred face before 
burying a five-footaxe in his 
shoulder. Sorry, hang on. I've got too 
excited. Let me calm down. 

Space Marine is a third-person 
action game that understands 
weight. A space marine is nine feet of 
purebred superhuman, dressed in 
power armour as heavy as half a car 
and the universe’s biggest 
shoulderpads. That shit is massive, 


Symphony of pain 
: j 
How to pull off Space Marine's 


I. 
1 


and Relic’s greatest feat with Space 
Marineis making you feel it. Every 
step you take across the scorched 
earth of besieged forgeworld Graia is 
a mighty clomp. Start running, and 
it's so loud and screen-shaking that 
were I my mum, I'd ask Captain 
‘Titus if he was a herd of elephants. 
Then make him tidy his room. 

But Space Marine isn't about 
walking. Ninety percent of my time 
in-game was spent up to my heavily 
armoured elbows in combat, and 
Relic have also brought weight and 
heft to the battles you fight. Which 
is why I got so excited about my axe. 

Sprint Titus into a fight and press 
the right mouse button, and he'll 
begin a bullish shoulder-charge. 
Aim this at an armoured target — one 
ofthe bigger orks, or one of the late- 
game's Chaos Space Marines - and 
they'll stagger back. Charge into 
something squishier, like a goblin- 
sized gretchen, and they'll just burst. 
For the first quarter of the game, I 
found it hard to employ any combat 
tactic beyond laughing madly and 


| popping small green creatures with 


my shoulders. The Warhammer 
40,000 universe says one space 
marine will happily eviscerate 20 
orks in a stand-up fight, but Space 
Marine takes it to extreme levels. 
‘Titus is so gloriously overpowered 
that a sea of green is an invitation to 
wade in, chainsword swinging. 


Jump to it 

As if Titus’s standard weapons 
weren't lethal enough, Relic have 
included little moments of ludicrous 
excess. From time to time, he 
happens across jump-packs and 
heavy weapons. The latter offer a few 
minutes of extra-swift murder, but 
the former is an absolute joy to use. 

Any Dawn of War 2 veterans will 
know the drill: the pack lets Titus 
boost high into the air, before 
crashing into the ground and 
shattering anyone standing nearby. 
Space Marine gives you a little yellow 
reticule with which to aim your 
ultra-slam, and I found myself 
hanging for a few extra seconds in 
the air, savouring the oncoming 
carnage, before launching myself 
into the fray. The jump-pack is 
rationed in use, but every chance I 
had to use it began with an audible 
“YES!” on strapping it on, and an 
“aww” when the fuel ran out. 

Back on the ground, the combos 
aren’t complicated, and there’s not 
much nuance to their deployment: 
the only consideration I had amid the 
mouse-button spamming was when 
to unleash Titus’s fury meter — a buff 
to his attacks that’s built up by killing 
enemies. But the hand-to-hand 
fights feel so meaty and so good that I 
didn’t mind the simplicity. 

I survived most of these battles by 
spamming the right mouse button to 
weave together four-stage attacks. 
Each weapon feels different in Titus’ 
ham-sized hands: the chainsword is 
zippy, and cleaves through targets 
without stickiness; the power axe is 
heavier, and its killing blow is 
usually a jarring thwackrather — > 


= = 1 
f | can see my hab-block | 
f from here! 


“My back 
hurts.” 


Float like a butterfly, 
sting like a walking tank. 


ML LLL 


Execution moves 
never get old. 


He's spinning around. 
H Get out of his way. 


Orks give way to Chaos 
later on, but remain a threat. 


i} 


Oana, 


<= 
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Space Marine chiropractors 
can be forceful. 


Even basic Bolters pack a 
serious punch. 


Lucky that armour's = 
wipe-clean. 


VVUELI 
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LJ 
ll Orks don't wait their 
turn, just pile in together. 


Look what I 
almost stepped in. 


\ 


‘ 


2 S i 


than a deft slice. Each has a slightly 
different combo animation, but the 
end results are the same: right-mouse | 
button four times ties four swipes of 
increasing intensity together. Three 
times then a tap of F adds an area-of- 
effect slam to stun nearby enemies. 

During that stun, they're open to 
Space Marine's glorious execution 
moves. Press E on a reeling foe and 
Titus will jab his chainsaw down | 
their throat and open their skull. Or 
pick them up, hurl them to the | 
ground, and stamp on their head so 
hard it pops. Or kick them in the 
ribs, wheel around and break their 
back with his hammer. As well as 
being so grimly over the top I wasn’t | 
sure whether I should be clapping or 
retching, the executions provide 
health regeneration. Titus’s shield 
repairs itself after a short respite, but 
his health won't recharge without 
him getting his hands dirty. 

It’s a trade-off that forces you to 
weigh up risk and reward. If you take 
the time to execute that Khorne 
Bloodletter, you might recoup some 
lost health - but chances are his 
friends will jab you to death with 
their swords before the animation’s 
over. It’s smarter to dice through the 
main mob first, riding your last 
chunk of health, then isolate one foe 
off in a corner to eviscerate him. 

Space Marine doesn't do a great job 
of warning you of imminent death. 
When it spawns a few rocket 
troopers who stand back and pelt you 
with missiles, Titus can go down 
easily. At such times you have to 
employ that most un-space mariney 
of behaviours: running away. Early 
in development, Relic were fond of 
saying “Space marines don’t take 
cover,” but I repeatedly had to park 
Titus behind boxes to recover from 
some misjudged sprint into combat. 

Fortunately, stabby time isn’t your 
only method of murder. Titus can 
carry up to four guns, and each of 
these has a physicality only slightly 
less palpable than the melee 
weapons. His bolter is the mainstay. 
It's essentially a standard assault rifle, | 
but Relic have imbued it with just the | 
right kind of crunch. Take aim atan 
enemy’s head, squeeze the trigger, 
and that head will disappear with a 


wet splat. Firing bolter shots— 
particularly with the ‘kraken’ 
upgrade found later —is like firing 
super-powerful long-range punches: 


Evaporatea chaos cultist D 


withalascannon A 


Useagrenadetopoptwo 
rocket troopers 


Executeanork boss 
your thunder ham 


<= 
Slicethrough fives 
gretchen i 


you can feel each one connect. 

The other weapons vary between 
satisfaction and usefulness. Perhaps 
the least impressive to fire is the 
lascannon — which launches a beam 
of light that only leaves a wisp of 
superheated dust in its wake — but it 
remains useful throughout the 
game, enabling the immolation of 
tough enemies from long range with 
minimum fuss. One of the most fun, 
the rapid-fire storm bolter, is less 
durable. It's inaccurate over distance 
and replaces your other long-range 
weapon slot, so I saved it for 
moments of cackling madness where 
Icould unload an entire clip into a 
clump of Chaos cultists. 


WASDFTW 


Space Marine is the first time Relic 
have taken their Warhammer 40,000 
licence to consoles, but having tried 


| playing with both a controller and 


mouse and keyboard, it's clear 
they've not jettisoned their PC 
heritage. Using a controller, I'd pick 
a fighting style — ranged or up close — 
and stick with it throughout the 
duration of a rumble. With the speed 
and precision ofa mouse, I could 
flick between both, decapitating an 
ork nob’s retinue, moving in to stun 
him with my chainsword, before 
ducking further out to take potshots 
at machinegunners firing from the 
surrounding masonry. 

I quickly came to love all of Titus’s 
weapons, but never the man himself. 
Space marines are the most boring 
thing - men in armour —in a 
universe full of wonder. 
Ultramarines - the perfect 


n 


+ Expect to pay £29 € Release Out now € Publisher THO € Developer Relic Entertainment 
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Mr Furious How to fillTitus’s fury meter = 


choirboys of the space marine school 
—are the most boring of the lot. At 
the very least, P'd rather play with 
one of the other chapters: give me a 
Dark Angel hero and reference their 
near fall to Chaos, or let me be a 
techno-viking Space Wolf. 

And there’s an underlying fascism 
to the space marines that Relic have 
sidestepped: instead, Titus is an 
unequivocal hero. The game’s only 
real baddie is so pantomime that he 
might as well be tying a damsel to a 
train track the first time you meet 
him. He’s even got weird, lank hair. 
He only needs a moustache to twirl 
to complete the image. 

Space Marine is not a long game. It's 
nota complicated game, and there's 
little incentive to replay the 
campaign once you've stomped 
through its eight hours. There's little 
to the story beyond “kill all the ork 
troops because they're bad, then kill 
all the Chaos troops because they're 
worse.” But I didn't need plot 
investment to keep me playing: I just 
needed the next fight. Relic have 
Space Marine's pacing just right: 
playing in lengthy sittings, I'd 
repeatedly reach what I thought was 
the end of my tether with endless 
war. Then Td round a corner, and be 
handed a jump-pack, reigniting my 
desire to carve the limbs off sentient 
beings all over again. The darkness 
of the far future is less grim when 
constant war feels so good.m 


Space Marine is just 
endless war. Thanks to 
powerful weapons and 
excellent pacing, that war 
is pretty damn fun. 


* AERE Up to16 € Link www.spacemarine.com 
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"Titus will jab 
his chainsaw 
down their 
throat to open 
their skull” 


COLDV V 


Whatisit? 

Turnless grand strategy 
overflowing with economic, 
military and diplomatic choices. 
Influenced by 

Thelast 60 yearsof 

human history 

Playiton 

Dual core CPU, 128Mb DirectX 
9.00 3D card 


Alternatively 
Pride of Nations, 79% 


Copy protection 
Keycode 


Unit Orders 


P 
Londonis full of Russian 
| spies. And in the game. 


GLOBALDERDASH 


butting! heads with Battlegoats SUPR) 
LH. By Tim Stonovovovovovovich 


he year is 1949. After the 
| death of Joseph Stalin in a 

suspicious moustache- 
trimming accident, leadership ofthe 
USSR passes to an unknown party 
functionary called Tim Strategovich 
Stonov. Tim’s first act as premier is a 
bonkers one. With the eyes of the 
nervous West upon him, he orders 
his T-34s to cross the Czech- 
Austrian border. NAT O's reaction is 
swiftand unequivocal. It does... 
absolutely nothing. 

My first session of Battlegoat's 
latest global wargame started 
strangely and then got stranger. 
After ‘liberating’ the Austrians, I did 
the same to the innocuous Swiss. 
Again the West looked on silently. A 
wider conflict was sparked, but 
bizarrely it was the Eastern Bloc 
states that took up arms against me. 
The turncoats paid dearly for that. I 
then stormed across West Germany 
and Holland, all without provoking a 


Al generals employ the ; 
tactics of the ant colony. 


single diplomatic ultimatum or 
retaliatory strike. 

Call me old-fashioned, but if you’re 
going to put ‘Cold War’ in the title of 
your geo-politics simulator, you need 
to deliver more plausible behaviour 
than this. This is a game with some 
very impressive features, but the 
sleepy, slipshod AI makes even a 
guarded recommendation difficult. 

Top of the list of those fine features 
is the way Cold War offsets its CPU- 
crucifying complexity with sensible 
labour-saving devices. Guided by a 
set of simple policy buttons, AI 
ministers will happily shepherd your 
economy, organise your research and 
wage your wars. Despite involving 
hundreds of units, my occupation of 
Austria was executed with justa 
handful of clicks. 

These delegation options leave you 
free to concentrate on whatever 
aspect of nation-forging most 
appeals. Inspired by recent Tropico 4 


+ Expect to pay £22 € Release Out now € Publisher Paradox € Developer Battlegoat Studios 
* Multiplayer 2-16 players € Link www.supremerulercoldwar.com 


120 AEN z:].corn NOVEMBER 2011 


Belgium: easier -< m 
to invade than spell. 


exposure (PCG 231, 7296) I'm 
currently overseeing Cuban 
industrial development (factories can 
be hand-placed), using the super- 
rich diplomacy toolbox to cement 
relations with the Soviets, and 
employing espionage to undermine 
my hateful Haitian neighbours. 

Pick a smaller state like Cuba and 
the suspect superpower AT is much 
less intrusive. In the highly 
configurable sandbox mode, 236 
nations waitto be expanded, 
enriched, bankrupted or burnt to 
irradiated cinders. 

The last time I encountered the 
series (Supreme Ruler 2020, 61%) 
selecting an island nation was a 
canny move, as the TacAI couldn’t 
mount amphibious invasions. That 
blindspot has now been fixed, but 
other old flaws remain. 

Like its predecessor, this 
instalment does a poor job of 
tutoring novices, and has a tendency 
to slow to a crawl when the world is 
in tumult. It also provides trait-less 
Alleaders, leaving the world stage 
depressingly drab and mechanistic. 
Coming straight from the exuberant 
managerial Mardi Gras that is 
Tropico 4, Supreme Ruler: Cold War 
feels very cold indeed. m 


Some nice touches, but 
lethargic Al, performance 
issues, and personality 
-deficient premiers make 
the ruling gruelling. 


— *Xt-WerldMags— — — — — — — ————————————— 
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ONE FREE ACCOUNT, MANY GREAT GAMES 


Play Castle of Heroes, Terra Militaris or Canaan Online 
in your browser, or pick from any of our other games including 


Dragonica and Allods Online. 
Sign up today at http://www.gPotato.eu 
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In Black Ops, there's 
always someone behind you. 


a 
v e TE revenge on 


„cowardly campers. 


i NN Mf) 
c T shot. m lLbe back nr 
d f intwo seconds. MES 


Most fights are 
quick-draw encounters. 


SHANGRI-NAH 


Can the Call of Duty: Black Ops A i 
pack justify its enormous price dm S Tom Senior 


Need to know 


Whatis it? 

Map pack for Call of Duty: Black 
Ops with four multiplayer maps 
andazombie survival level. 


Influenced by 
Corporate greed, Left 4 Dead 


Playiton 

Intel Core 2 Duo CPU, Nvidia 
GeForce 8600GT/ATI Radeon 
X1950, 2GB RAM 
Alternatively 

Battlefield: Bad 

Company 2, 81% 

Copy protection 

Play tied to Black Ops 

online profile 


a 
! 


he third in the semi-regular 
| procession of Call of Duty: 
Black Ops map packs is here. It 
consists of four multiplayer arenas, 
and a zombie survival map set in the 
made-up, booby-trapped temples of 
Shangri-La. 

Best pack a portable stove and 
some marshmallows, because we're 
going camping: the new maps are 
perfect for snipers and hidden 
bastards who like to find a corner 
and wait for prey to pass by. 

The wide-open golf course of 
Hazard is the worst for this. 
Overlooked from both ends by 
marksmen, it’s virtually impossible 
to cross from one side to the other 
withouta sniper adding an extra hole 
to the green, by way of your face. For 
awhile the bright, undulating 
fairway and abandoned golf carts 
may fool you into thinking it’s an 
entirely fresh map. In fact, it’s a 
crafty re-hash of World at War's 


ION map 


Cliffside arena. This map pack costs 
£11, by the way. 

Hazard's bright and airy style at 
least provides a break from the 
dreary greys and browns of Black 
Ops. The same can’t be said for Drive 
In, or the military labs of Hangar 18. 
Drive In’s burnt-out arcades are 
suitably post-apocalyptic, and the 
enormous stealth bomber in the 
middle of Hangar 18 providesa 
striking centrepiece, but both maps 
suffer from the same problem. As 
Black Ops’ visuals become more 
interesting, the map layouts 
themselves become more and more 
remorselessly predictable. 

Let me give youa guided tour. 
Here’s the big open middle bit 
overlooked by elevated hidey holes. I 
like to call it “doom alley.” Nobody 
goes there. Next up, the warren of 
rat-runs around the outside where 
the actual fighting happens. Let’s go 
take a look at — oh dear, we're dead. 


+ Expect to pay £11 @ Release Out now € Publisher Activision # Developer Treyarch 


+ Multiplayer Always € Link bit.ly/leKXpR 
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Turns out there were men hiding in 
two of the nineteen corners of this 
room we wondered into. 

The sprawling, monolithic Silo 
come closest to providing something 
new. Its maze-like geography and 
huge concrete installations funnel 
players into a series of small and 
difficult skirmishes, but until you 
learn its complex, fiddly floor plan, 
you'll find yourself getting shot in 
the back by unseen opponents over 
and over and over again. 

Which leaves Shangri-La, Black 
Ops’ latest zombie offering. The lush 
jungles and ancient stonework make 
this one of Black Ops’ best-looking 
zones, and the addition of spike 
traps, zombie-bothering golden 
gongs, infected monkeys and evena 
shrinking ray, help it to stand out 
from the game's bizarre selection of 
zombie levels. It’s silly, funny and 
surprisingly nerve-wracking, but is it 
worth £11? No. 

Black Ops’ competitive maps are 
becoming more and more like 
novelty paintball arenas. Visually 
fancy, geographically familiar, and as 
frustrating as ever for non-snipers. 
The ambitious zombie level doesn’t 
even come close to justifying the 
ludicrous price tag.m 


Four pretty but stale PC GAMER 
2 


multiplayer arenas. — 
One comedy zombie 

map. Eleven of your 
pounds wasted. 
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Delicately coloured and warmly narrated, BASTION is 
isometric hack-and-slash with a heart. By Jonathan Cooper 


Need to know 


Whatisit? 

A colourful hack-and-slash 
with phenomenal 
atmosphere. 
Influenced by 

Diablo, the impending 
apocalypse 

Playiton 

Dual-core CPU, 2GBRAM, 
GeForce 6200/Radeon 9550 
Alternatively 
Torchlight, 89% 

Copy protection 
Steam 


PC GAMER 


“The battle 
with Sir Lunky 
is narrated and 


astion grabbed my heart 

exactly one minute and 

30 seconds after it 

started, when I found the 

first weapon, a 
sledgehammer, and used it to killa 
large, bloated Gasfella. Once he was 
down I went to work smashing every 
destructible object in the 
environment —as you typically do in 
an isometric action-RPG - until the 
game’s gravelly voiced narrator piped 
up. “The Kid just rages for a while,” 
he informed the world. 

Voiceover might be an overplayed 
gimmick in the motion picture 
industry, but ina game, having an 
omniscient narrator describe what 
my character does is different... he’s 
actually talking about me. 

The narrator continued to fill in 
the details as I explored the beautiful, 
watercoloured world of Caelondia, 
adding layers of minutiae to every 
location, enemy and item I came 
across. It’s an important service, too, 
because after a large, world- 


The Kid has options 


There's more than one way 
to skin a Gasfella 


Barbarian 

(War Machete/Cael 
Hammer): Roll around slicing 
up enemies, and use the 
hammer to finish them off. 


shattering event called the Calamity, 
there's really no one else left to tell 
the story. 

In many ways, Bastion reminds me 
of BioShock: there's some good 
weapon and power customisation, 
but the real star of the show is the 
world: a floating city torn apart 
before I even knew it existed, and one 
that I’m eager to explore. 


Narrative journey 

That exploration makes up the bulk 
ofthe game: travelling through 
different areas and hacking-and- 
slashing baddies while gathering the 
necessary supplies to upgrade and 
enhance the titular Bastion. A sort of 
fantasy fallout shelter, the Bastion 
functions like a hub world between 
the levels. 

Each area is unique - I love 
running through the heavily 
fortified Cinderbrick Fort and the 
Sundown Path, which used to be a 
romantic getaway of sorts before 
things went wrong — and there's 


Ranger 
(Breaker's Bow/ Fang 
Repeater): Snipe with the bow 
and spray bad guys that get 
* too close with the Repeater. g=. 
» Xa 


Hybrid 

(Pike/Scrap Musket): 
The musket has a nice 
spread, and the pike can 
poke from afar. 


e s» © Expect to pay £11.50 € Release Out now € Publisher Warner Bros Interactive 
gven soul + Developer Supergiant Games @ Multiplayer No @ Link www.supergiantgames.com 
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plenty to smash in the six-hour long 
game. Some districts have been 
overrun by enemies and play out like 
traditional dungeon delves, while 
others are on rails. Some just had me 
running for my life as the terrain 
crumbles. I never knew what I was 
getting into until I was in it. 

When I did have to fight - which 
was often — it was a fairly 
straightforward affair. Attacking, 
rolling and blocking are simple, but 
customising the Kid's abilities 
drastically changes how Bastion 
plays. You can equip two of the 
eleven upgradeable weapons at a 
time, as well as a special ability and a 
number of passive bonuses that 
improve as you level. l'inkering with 
these skills creates several different 
loadouts, including a mine-laying 
swordsman and a grizzled sniper 
who only uses ranged weapons 
(essentialin the post-completion 
New Game+, which buffs all the foes 
to godly levels). 

Bastion is special. The soundtrack 
is phenomenal, the world is 
breathtaking, and the narration is a 
brilliant new idea for gaming. 
Findinga new enemy in a normal 
hack-and-slash is an uneventful 
affair — you kill itand move on. But 
in Bastion, the entire battle with Sir 
Lunky- a giant, colourful frog with 
a stone-covered head, in case you 
were wondering - is narrated and 
given soul. By the time he’s dead you 
know more about him than most 
game characters, connecting you to 
the world. Nearly every moment of 
the game is like this, continuously 
reinforcing your attachment to the 
game. You'll be cheating yourself if 
you skip Bastion. = 


A charming hack-and- PC GAMER 


slash RPG, with an 9 2 


excellent soundtrack, 
great colouring, and a 
superb narration gimmick. 


There are a few survivors, and 
they all have strange proportions. 
\ A > 


. / ` — "^ é « 
Time it right and you can stun w— oa Some enemies can knock the 
foes, or return their projectiles. v. ' Wr f. B. ground out from under you. 


Is that a giant doughnut 
in the background? 


ee 
| Putting the Bastion back 
= together, piece by piece. 


Sens Legolas has You can’t hear it, but 
nothing on the Kid. it’s going tka-tka-tka-tka-tka. 
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Ice Lions, the kings of 


the snow jungle. 


| — 
- -- on 


T Fear my *5 helm of ral 


Max Headroom! 
» 


E 


Youcan fight farmers to death 


UNDERCOOKED 


‘Too much combat not enough jokes. THE B, 


hasits priorities all wrong. By Tom Hatfield 


Need to know 


Whatisit? 

A comedy action-RPG that 
affectionately parodiesother 
gamesin the genre. 
Influenced by 

Diablo 

Playiton 

Pentium 4 CPU, IGBRAM, 
GeForce 6800/Radeon X1900 
Alternatively 

Torchlight, Freedom Force 


Copy protection 
Steam 


1 a 


Ithough it no longer features 
A the name, The Baconing isthe | 
third in the comedy 

action-RPG Deathspank series. Once 
again Hothead Games have played 
to its weakness, drowning the 
comedy in a swill of dull combat. If 
only they’d been a little rasher. 

At least the story is fun nonsense: 
protagonist Deathspank has been 
wearing all his mystical thongs at 
once - this is apparently not only 
uncomfortable, but also terribly 
dangerous and has created an evil 
anti-Deathspank to challengehim. | 
Now he must destroy all five thongs | 
by throwing them into five different 
‘bacon fires’. So begins a boar-ing 
battle through a trough of creative 
locations, mainly to crack jokes. 

The Baconing’s problem is that its 
combat is just too weak and simple to 
carry an entire game. Deathspankis | 
only able to attack, block and shield 
bash. That handful of moves, plus 


any potions or grenades you use, 
must last you all game, and, like a 
cheap slice of supermarket ham, it’s 
nowhere near tasty enough to retain 
your interest. 

This is The Baconing’s greatest 


| problem. All the delicious nuggets of 


crackling are separated by chewy 
gristle, forcing you to grit your teeth 


| tomake it through to the good bits. 


When a young princess asks you to 
urinate on a rival’s rose garden it 


| should be hilarious, but by the time 
| you’ve been interrupted by the fifth 


wave of irate killer gardeners, you 
just wish it would end. 

Even on the lowest difficulty 
setting, Deathspank tends to keel 
over too easily, requiring a constant 
drip-feed of health potions and food 
if you want to avoid being kicked 
back to the last checkpoint. 

The RPG elements are also 
hammy. There’s very little freedom 


| for customisation and Deathspank 


+ Expect to pay £10 € Release Out now € Publisher Hothead Games € Developer In-house 
Multiplayer 2 player online co-op € Link www.thebaconing.com 
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=f "ET hada helmet with 
: a built-in moustache. 


et old, but they do. 


y T 


levels up in a dry linear fashion. His 
armour sets, though strikingly 
designed, are all just slightly better 
versions of the last one. His weapons 
have slightly more variety, with each 
offering a different special attack 
when Deathspank’s ‘Justice Meter’ is 
porked out. The best by far being the 
one that calls in a dragon for an 
airstrike. Unfortunately all these 
attacks trigger automatically, so they 
aren't easy to use tactically. 

The gags are The Baconing’s real 
strength. It’s rarely subtle in its 
humour - that could never be said ofa 
game in which the protagonist 
repeatedly wedgies himself to remove 
a magical thong - but it's all done ina 
bombastic, goofy manner that's 
surprisingly endearing. Deathspank's 
combination of idiot bravado and 
genre awareness make a great lead 
and you're constantly being 
introduced to new and interesting 
locations and characters, like the 
explosive Nuclear Family and their 
bizarre mad science theme park. 

The occasional non-combat quest, 
such as stuffing ballot boxes for a 
corrupt politician, hint at what The 
Baconing could have been, if only the 
developers had realised they 
should've stuck to the jokes. m 


It’s not exactly crackling. | 2C GAMER 
Good gags can’tsave this MEE | 
game from its repetitive | 
combat and bland aes 
RPG-lite nature. bs, 


] 


BATTLETIME 


War withthe pastin the time-twisting but 


unpolished RISA 


chron shouldn’t work. RTS 
A games are about choice and 

consequence. Here, you can 
jump back in time to issue new 
orders, creating new consequences. 
Yet incredibly, it does work. 

The changes you make are not 
instantaneous, and the present 
continues in real-time. Instead, 
‘time-waves’ sweep along the 
timeline at regular intervals, 
carrying changes with them. 

Ina one-on-one, match my 
opponent teleported air units into 
the back of my base and started 
wreaking havoc. So I jumped two 
minutes into the past and built 
anti-air units, and set their rally 
point at the place where he attacked. 

His units appeared on schedule, 
but this time they walked into a 
firestorm. A moment later, a time- 
wave brought those changes into the 
present, where my base was almost 


REVIEWS 


I. By Rob Zacny 


destroyed. Suddenly, my forces were 
healthy and strong again, and his 
were almost wiped out. 

Only the last few minutes can be 
changed, and the farther back you 
go, the more ‘chrono-energy’ each 
order costs. Thus chrono-energy, 
and the past, become a resource to 
manage. Is it worth fixing something 
that happened five minutes ago, or 
should you try to improve how you 
handled the consequences? It’s 
amazing stuff, requiring a 
completely new way of thinking. 

But this game is a trip into the past 
in other ways. The pathfinding is 
disastrous, the controls frustrating 
and awkward. Drab artwork makes it 
difficult to distinguish units. When 
it comes to the RTS fundamentals, 


Human frigates and cruisers 
blast an alien airship into dust. 


Yaptinutdp tohinkatinquid 
wantidipeaptiatch for a tank. 


Achronis frustratingly es 

primitive, detracting T. 

from a brilliant twist on | /U ) + Expect to pay £18 € Release Out now € Publisher Hazardous Software 
the familiar.m Mee $ Developer In-house Multiplayer Yes € Link www.achrongame.com 


PAY TO SPRAY 


Free-to-play Y 


needs more battlezones. By Nathan Goi 


who's been turning my brain into | 
Swiss cheese. An entire clip's 
worth of vengeance, right in his 
back. He turns around and puts a 
bullet between my eyes. 

That was my first hour or so with 
this online shooter. Timetoshop. | 
Flag captures and level-ups load your 
warchest with Game Dollars, to buy 
multi-day guns and gear rentals. You 
can also purchase permanently with 
real money, but the rentals did a 
great job of bringing me up to speed. 

Hours later, exhilaration gave way 
toa sobering realisation: there's little 
meat on War Incsbones. Granted, — | 
this initial release is being called an | 
open beta, and the devs provide daily | 
tweaks and updates, but for now, the 
game takes most of its cues from Call 
of Duty and Battlefield — only with far 
fewer maps and gametypes. 

What’s there is fairly decent, a 


I finally getthe drop on the sniper 


| customisable level-up system and the 


| available, I just can't | 
| recommend War Incyet.m Bims 


b YTTLE 
Bu |" 


point-capturing Conquest gametype 
being the standouts, but I quickly 
tired of the incredibly limited map 
selection. I also frequently found 
myself spawning into bullet-based 
blenders of insta-death. Currently, 
spawn kills don’t grant experience or 
Game Dollars, but that just seems 
like an Elastoplast over a gaping 
wound. The mandatory third- 
person perspective also seems tailor- 
made to dodge ‘Call of Duty clone’ 
claims. War Inc plays exactly like an 
FPS, except that players can rotate 
the camera to peek around walls 
while shielded. Cheap deaths ahoy. 
Friends, clans, leaderboards, daily 
challenges and more are ‘coming 
soon.’ There’s a solid foundation 
here, but with far more 
established options 


Everybody run! Excessive 
motion blur is right behind us! 


j * Expect to pay Free (optional microtransactions) & Release Out now € Publisher 
EE  Arktos Entertainment # Developer Online Warmongers € Multiplayer 64-player 
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JUST THE TICKET 


Warmly, richly authentic, OMSI isn't a bus sim; it’s 
alove-etter to a City. By Tim Stone 


Need to know 


Whatisit? 

Ahigh-fidelity bus simulation 
set in Berlin in the late 1980s. 
Influenced by 

Two mens’ passion for 

public transport 

Playiton 

ib CPU, 4GB RAM, 1GB 3D card 
Alternatively 

UK Truck Simulator, OpenBVE 


Copy protection 
Online activation 


"I could smell 
therain- 
dampened 
textiles, the 
cough sweets" 


ost simulations fail 

in one of two ways. 

They either give us 

husks — vehicles 

inadequately or 
insensitively modelled — or they give 
us wildernesses — barren, unworthy, 
environments for our vehicles. 
Microsoft Flight Simulator is a failure. 
RailWorksis a failure. DCS: A-10C is 
a failure. Many of my favourite sims 
are failures. I realise this now that 
Tve met OMSI. 

How can a bus recreation made in 
Germany by two amateur developers 
become one of the finest simulations 
I’ve ever played? I'll try to put into 
words just how wunderbar it feels to 
sit at the wheel of a rain-battered 
double-decker in the midst of a 
Berlin traffic jam. 

OMSI is intensely parochial. It's 
not set in Berlin, it’s set in a fragment 
of Berlin. The main 11km route 
(there’s also a small fictional tutorial 
town) runs from Freudstrasse in the 
northwest of Spandau, to 
Stadtgrenze in the southwest. 
Depots house two bus types. The 
MAN SD200 and SD202 wear the 
liveries they wore between the fall of 
the Wall and Reunification. 

By thinking small and specific, 
Marcel Kuhnt and Rüdiger 
Hiilsmann give themselves licence to 
obsess over the seemingly trivial. 
The payoff is intricate vehicles 
brimming with character, and 
striking cityscapes capable of sowing 
the sweetest confusion. 


On the magic bus 

OMSI works its magic through a 
combination of superlative audio, 
blue-chip physics and strong visuals. 
The buses are constantly talking to 
you. Overlapping whines and growls, 
dovetailing squeaks and rattles give 
voice to handling models so 
sophisticated they change subtly 


with every passenger picked up or 
dropped off. Whether you’re 
driving with mouse, keyboard or 
wheel, the vehicles feel alive, hefty... 
real. Mundane manoeuvres such as 
changing lanes and pulling up at 
traffic lights somehow manage to 
be fun. 

Fellow drivers are an important 
ingredient in that fun. The devs have 
captured superbly the semi-polite 
stampede that is urban traffic flow. 
Watching AI motorists navigate the 
tangle of junctions along the 


Heerstrasse 
hieroglyphics 


The PC Gamer guide to 
OMS! street signs 


You're probably in 
the wrong lane. 


Drive at 30kph for 
next 30km. 


Local youths 
pack HMGs. 


Stab victims 
crossing. 


Beware 
affectionate aliens. 


stones at this sign. 


+ Expect to pay £26 € Release Out now € Publisher Aerosoft # Developer MR-Software 


+ Multiplayer None € Link www.omnibussimulator.de 


Tul 
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35-minute, 30-stop route, is utterly 
mesmerising. Add some inclement 
weather and low light conditions, 
and the scrolling street theatre turns 
from evocative to uncanny. 

After an evening or two of hissing 
through puddles, braving slushy 
intersections, or peering through fog 
at blinking brake lights, the vistas 
that greet you in your favourite train 
or flight sim may seem sterile. They 
may seem like wildernesses. 

It leads to something I’ve 
experienced only a handful of times 
in my 30+ years of gaming. I was 
nosing through sluggish evening 
traffic on the approach to the 
Falkenseer roundabout when, just 
for a moment, I experienced genuine 
disorientation. For a second or two I 
wasn'ta British gamer pretending to 
be a German bus driver, I was a 
German bus driver. I could smell the 
rain-dampened textiles, the cough 
sweets and deodorant. I could see the 
interior of my flat, the open copy of 
GameStar on my kitchen table. 

We reviewers talk a lot about 
immersion, but this was different. 
This was a game pulling off the 
ultimate magic trick. 

Yes, there are chips in OMST's 
crystal-clear windscreen, but they 
don’t render it unroadworthy. A 
demanding physics engine, blurry 
mirrors, and passengers who walk 
like they’re smuggling bratwurst up 
their back-passages, don’t make this 
game any less of a landmark. They 
don’t change the fact that 
MR-Software have managed to 
make grime-spattered double- 
deckers seem every bit as alluring as 
missile-festooned jet fighters and 
smoke-belching steam locos. m 


That very rare thing, PC GAMER 
asim in which the 

environments are as 

beautifully modelled as 

the machines 


No chance to splash When his shift finishes, he 
pedestrians? Bah. = goes home and plays Settlers. 


Clickable cab switches and m w User-made buses are rare, but 
knobs abound. ll 4 " T j EX - ! many new routes are available. 
> . 4 s c ESL 


- 
ne... 


Set 


"s 


d indicate before changing lanes 
nd cars slow to let you out. c 


Clip kerbs and 
passengers grumble. x 


TrackIR makes 
mirror-checking easier. 
eT 


I'm planning a Stonehenge '84 l OMSI's version of 
mod where you just park in a field. aboss battle. 
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Charging recklessly into battle invariably means AN y m — ~ 4 She maybea bitch, but she makes damn¢ good chilli. ® 
along walk back to try again. | A F > t L f “= : ges == 


= = 


"»- ax a D 


4 D A e 
1 ngforroundgtwo 
ijl!) drink youn tea 

i v 


SIG 


Thank goodness for = 
lock-on attacks, eh? ~ 


<A Da 
Ed A. A 
By the end of the game, the Local [5 . 
shopkeeper must own the entire world. 50.7 
7 Epa © ~ Waa ee 


Pretend you can hear ‘Beep! Beep! Beep!’ for the 
full almost-out-of-health effect. Nggh. 


FAIRY TALE 


Itsany portmanteau ina storm for Japanese hack-and- 


3 


slash RPG CHANTELISE. By Richard Cobbett 


ehind the primary 


Once again, Carpe Fulgur do an 


the shop, and run back and return 
the favour of a well-kicked arse. In 
theory, this is fine... it just takes 
absolutely forever. Being able to blitz 
straight through cleared areas is 
great, buta failed assault on even the 
first boss — a boss who does not mess 
around — means much retreading. 
After that, good luck avoiding hits. 
None of this is helped by other 
mechanics, like the fiddly lock-on 
system, or the way that you can't 
stash the health pickups. You don't 
even get to keep your magic, which is 


Need to know colours and smiling excellent job on the script side. It's based on coloured gems in assorted 
"P spy anime girls, Chantelise hard to overstate the importance of combinations, scavenged from dead 
Whatisit? has the obsidian-black havinga team that actually cares enemies. As with much of Chantelise, 


Cute Japanese hack-and-slash, 
turnedinto (US) English by 
dedicated indie translators. 


heart of a complete jerk. 
It's not so much an RPG as an 
interactive Walk of Shame, and one 


about its work handling script duties, 
and we should all hope they get to 
continue doing so. However, this 


it’s a clever concept, right until the 
seventh time you have to grind a row 
of electric-greens or similar for a run 


VITE by that takes great pleasure in crushing | time the actual game is simply less on what killed you. 
Playiton you ona regular basis. compelling, partly due to its obvious Next to the grind, the charm of the 
Pentium 4,512MBRAM, Chantelise is brought to us byindie | age (Chantelise first came out in script and characters quickly flickers, 
gamepad translation house Carpe Fulgur, | 2006), but mostly because of how ifnever actually fades. Chantelise 
Alternatively whose work should be appreciated. | grindy its hack-and-slash action sorely misses having a clever central 
Recettear, 76% They’re the ones who previously | quickly becomes. gimmick as Recettear did, and 
Copy protection translated Recettear (PCG 220, 76%), | The majority ofthe game takes looking and feeling like a PS1 game 
257 made by the same Japanese place in dungeons, some indoor, doesn't do itany favours. If you have 
developers, EasyGameStation. This | some outside, but all broken into aninterest in JRPGs, however, or 
isa far more traditional game than multiple chambers. First time simply want to try one based on some 
that shop simulator/RPG hybrid through, you have to kill every last very different rules, you can 
though, focusing entirely on a | enemyin an area to unlock the door, | definitely do worse than to atleast 
sword-wielding adventurer, Elise, | and if you die, it’s nota problem. give the demo a chance. m 
and her quest to beat up cutesy | You're magically returned to the 
monsters in the name ofturningher | town, and get to keep everything you 
awesomely smart-mouthed big- | looted, with the general flow being : 
sister-turned-fairy Chante backinto | thatyou go into a new room, get Not as clever as Recettear, [xe 
a human girl. | crushed, go buy some upgrades from but just as cute, and d ie g 
strong second outing for M ^w ^ 
+ Expect to pay £6.49 € Publisher Carpe Fulgur € Developer EasyGameStation @ Multiplayer None Peay) | | us LJ 1 
behindit. egos a 
* Link www.carpefulgur..om 
1 a [i 
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NAY TO NATO 


EDS frontline nations! in 


uropean unity is a house of 
E cards according to ambitious 

Swedish strategy studio 
Colossai. The minute the coming 
energy crisis arrives, Angela Merkel 
will send her Panzers scuttling 
towards Alsace, Berlusconi will take 
up where Mussolini left offin North 
Africa, and Cameron will attempt to 
reunite Ireland the bloody way. 

Ifall this sounds far-fetched, then 
like me, you're probably going to 
find Storm a little hard to take. 
Colossai have created a slick mix of 
Total War and Panzer General, but 
the strat map is so chaotic and 
implausible that you may wind up 
wishing they'd opted fora WWII or 
Napoleonic theme instead. 

With a more engaging setting, 
comelier visuals, and less rabid AT, 
this could have been an impressive 
effort. The idea of blending Total 
War-style nation management and 


STALLED 


RI It 


army movement with hexy battles is 
a sound one. Despite the fact that 
there are no nation-specific units, 
scraps are agreeably tense. Infantry 
scurry for the cover of forest and city 
hexes, helo gunships prowl, mobile 
artillery batteries trade shells over 
mountain ranges and rivers. By the 
time you've grasped the implications 
of the dynamic weather, night 
phases, and spell-like electronic 
warfare buffs, you're hooked. 
Butthen the battle ends and you're 
hurled back into the insanity of that 
stratlayer. Denmark have declared 
war on Croatia! North Bosnia has 
formed an alliance with Latvia! The 
UN-style Allied Nations have 
intervened in Switzerland! PLEASE 
MAKEIT STOP! Oratleasttry a 
little harder to explain PC GAMER] 
why Europe is <n i pr 
angrier than a beehiveina $ e ] | 


cement mixer.W | ell" 


)11 hopes you 


ike jamming tO. By moa A 


ver stopped at traffic lights, 
E drumming your fingers on 

the wheel as you wait for the 
change, wondering why transit 
traffic is being diverted down a main 
road during rush hour, and why — 
why on God's green earth — did you 
have to yield at that last junction? 

Well then, maybe Traffic Manager 
is for you. The game offers you a top- 
down view of a chunk of city, giving 
you full control of the organisation 
of bus and tram routes, traffic lights, 
the arrows on the road that tell you 
which way to go (the terminology 
escapes me), road management and 
road improvement. 

You have four goals: ensure transit 
traffic enters and leaves the city as 
efficiently as possible, ensure 
pedestrians reach their destinations 
using public transport, ensure traffic 
reaches its destination without delay, 
and keep everything clean and 


a li 
rh 


smog-free. Throughouta given day 
you'll earn merits and demerits in 
each of these goals, before your 
efforts are tallied and turned to cash, 
funding further improvements. 
Traffic Manager would scratch an 
organisational-puzzle itch if it 
weren't entirely confounding. The 
interface is composed of text-free 
icons, half of which are missing their 
mouseover tooltips. You'll struggle 
to understand why your buses aren’t 
running, you'll fail to understand the 
difference between Traffic Light 
preset #1 and Traffic Light Preset #2, 
and your successes and failures will 
feel dubious, arbitrary and uncertain. 
‘Throw in some basic functional 
failures such as the game's refusal to 
register certain mouseclicks, and 
Traffic Manager 2011 IPC GAMER} 
starts to look likea recipe IE YT 
for road rage. Or at least k» Y / 
terminal road confusion.m Muf 


REVIEWS 


J " Soon thegiant bees will 
emerge and wreak havoc. 


Pave gait emyatit ie 
Ginis 


rrr pt arogi ta JA Darry 


Su 

srt,” CLI t+ > 
TS free skirmishing ) ; 

Lis possible. 3 ej eei 


+ Expect to pay £26 @ Release Out now € Publisher Just A Game € Developer 
Colossai Studio # Multiplayer 2-4 online € Link www.stormfrontlinenation.com 


d 
Doa good job and you'll 
unlock bendy buses. Easy now. 


Fixing roads is a matter of 
clicking on the affected bit. 


+ Expect to pay £24.99 € Release: Out now @ Publisher: Excalibur 
+ Developer CyberPhobX € Multiplayer None € Link bit.ly/oK9wjp 
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REVIEWS 


SWEATY PALMS 


Beware MEN OF WAR: VIETNAM Ss punji spikes -and 
its difficulty ones. By Tim Stone 


hatgruntwho'salways | enemy bigwig escapes in an 
toying with hiscombat | improbably bulletproof helo... 
Need to know knife and fondling his defeats can feel Hanoi-ingly unjust. 
Whatis it? ear collection - the one The harshness would matter less if 


Atactical RTS whereevery 
soldier has an inventory and a 
keensense of self-preservation. 


who always volunteers 
for night patrols and interrogations — 
that's Men of War: Vietnam. 1C’s 


| the missions were shorter and 


arranged with a little more flair. 
There are only ten campaign 


| 
Infl db : : | 
aR Ne ri latest tactical temptation has | chapters, but as each can last for 
Russian market atmosphere and drama by the | hours and then be replayed using 
Playiton Chinook-load, but God is it brutal. different tactics, this rationing isn’t 
Dual-core CPU, MoW newcomers will be eaten alive | nearly as serious as it first appears. 
256MB video card then regurgitated and eaten again. | Whatis slightly disheartening is the 
Alternatively I’ve served with the series since | way the devs have, once again, 
Men of eh Lye Soldiers: Heroes of World War II, yet chosen to arrange their challenges in 
A even I’ve struggled to storm and one immutable sequence. 
Copy protection eni h thi Te 
Disccheck pe my way through this one. It’s 


not just the stiff battle odds (it 
wouldn't be MoW if your team wasn't 
outnumbered 50-1), it's the way the 
scenario designers seem to delight in 
sprinkling stumbling blocks. 
Regularly missions end with a sigh 
not because your squad has been 
annihilated in a fair fight, but 
because some poorly communicated 
or painfully contrived fail tripwire 
has been tugged. A group of 
immovable NPC officers are 
napalmed by a passing Phantom, an 


Trail mix 
Advancing down this narrow Ho 
Chi Minh Trail of thrills/tears, I 
couldn't help imagining alternative 
approaches. A jungle-shrouded strat 
map with a vulnerable Dien Bien 
Phu-style base at its centre. The 
player would get to choose scenarios 
and select personnel. Captured 
weapons and vehicles could be used 
in later scenarios. Tell me that 
doesn’t sound appealing. 

It’s not as if conservative campaign 


Snipers love treetops. 
If a crosshairs appears 
over one of your men, 


Unwary ramblers risk 
plunging into 'spike- 
lined pits. Stick to 


Keep an eye on that 
minimap. Gunships are 
owl-quiet and oddly 


Villagers aren't always 
all they seem. Heal 
and reload before 


“It’s hard to 


move him sharpish. paths where possible. — eagle-eyed. approaching locals. 
recall Men 
of Warin 
x ss Expect to pay £18 + Release September 23 € Publisher IC € Developer In-house 
moodier form + Multiplayer 2-4 player co-op € Link www.menofwargame.com/vietnam 
F ua T a li 
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structuring was required for 
narrative purposes. The series has 
always done its best storytelling on 
the hoof. Play is at its most 
memorable when the volatile physics, 
tricksy AI, and invigorating tactical 
freedom combine to produce 
awesome unscripted firefights. 

In my last session the VC pounced 
on my patrol while it was tackling an 
explosives cache. An incoming 
grenade blew the TNT sky-high. 
Soldiers and scenery were tossed 
around like rice husks. One of my 
men, trapped ina hooch bya fallen 
palm, went on to clear his jail with 
fists and pistol, while, outside, his 
comrades traded frantic assault-rifle 
fire with closing foes. At times like 
this, Vietnam is an 80%+ game. 

Overall, the setting shift succeeds. 
A very familiar franchise is left 
feeling fresh. Exotic. T' here's a slew 
of new weapons to scavenge and a set 
of characteristically well-crafted 
maps to explore. Moving troops 
down jungle tracks and across paddy 
fields while parrots screech and 
monkeys hoot, WWII feels an 
awfully long way away. Pushing 
through nighttime jungle lit fitfully 
by the glare of parachute flares, it’s 
hard to recall MoW in moodier form. 

One of the few poorly realised 
"Nam elements is the whirlybirds. 
Not directly controlled, they follow 
obvious waypoints, and always die in 
the same stilted manner. A braver 
dev with a more malleable engine 
would have given us dynamic dust- 
offs and gunship interludes. 

Ultimately, that's MoW: Vietnam’s 
problem. It asks for uncommon 
valour from its players, but 
demonstrates precious little itself. 


Some conservative 
choices, and it's too tough 
for tourists, but stoical 
series vets will relish the 
change of scene and kit. 


The AFV line-up 
includes old friends. 


Charlie don’t surf but he does | 
like messing about in boats. 


RI 


His aim? In the reach zone. 


It was Colin and Pam’s first A couple of RPG-2s should 


" :— m. 
and last caping Uu LI silence this clanky Yankee. 


read the combat load | 
M i. by playing co-op.] 


23mm cannon shells > ilis Hobbit extermination: | 
bamboo fences. c not pleasant but someone has to do it. 
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TM 
Circle, fire, circle, fire, 
circle fire, SINK! 


Dying is an extremely 
rare occurrence. 


- 


GROGGY 


Dock at an enemy camp and the" 
game switches to RTS mode. 


Ah, kidnapping governors. 
The old pirate staple. 


Enemies will occasionally 
flee and cry for help. 


Scallywags are the 
most basic of all your units. 


PIRATES OF BLACK COVE proves that its not all 
glamour and wenches on the high seas. By Andy Kelly 


Need to know 


Whatisit? 
Piratical strategy game with 
RPGpretensions. 


Influenced by 
Pirates of the Caribbean, 
SidMeier 


Playiton 
26Hz CPU, 2GBRAM, 
256MB graphics card 


Alternatively 
Sid Meier's Pirates!, 86% 


Copy protection 
None 


ixing sailing, exploration, 
RPG-style quests, 
customisation and land- 


based RTS combat is a good concept, 
especially with a piratical setting, but 
Pirates of Black Cove's sails fail to 
catch the wind. 

Your first port of callis choosing a 
captain from one of three presets. 
Walker de Planc is the token all- 
rounder, Jolie Roger isa girl, which 
means she’s the fastest character 
(obviously), and Longshot Jack is 
handy with a musket. Who you 
choose doesn't make much 
difference to the experience you'll 
have, and all chree of these heroes are 
hideously acted. 

The game revels in pirate clichés. 
Don’t expecta historically accurate 
simulation of 17th century piracy; 
this is an extremely silly game in 
which you drink grog for a health 
boost and people punctuate every 
other sentence with ‘yarr’. But rather 


than come across as a whimsical, 
self-knowing parody, it feels dully 
derivative. The world is too 
cartoonish to be immersive. 

The action divides into sea-based 
and land-based activity. At sea, that 
means sailing. You navigate the 
beautifully colourful, sparkling 
waves of the Caribbean using the 
WASD keys. There’s no wind to 
battle against; you can move around 
freely and at whichever speed you 
choose, which is something ofa 
cop-out- you might as well be 
drivinga car with sails. Fans of Sid 
Meier’s Pirates! — with which Black 
Cove draws many parallels, but never 
in terms of polish or quality — will 
find this especially lame. 

The sizeable world map is littered 
with ports, some of which can 
become your stronghold, letting you 
pick up quests from NPCs and build 
structures to grow your army of 
pirate goons. So you pick up a quest, 


+ Expect to pay £14.99 € Release Out now € Publisher Paradox Interactive € Developer Nitro cames 


* Multiplayer None € Link blackcovegame.com 
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which marks a location on your map, 
then you sail there, which in most 
cases brings the game's land-based 
features into play. 

On land, Pirates of Black Cove 
becomes an action-strategy game. 
Your captain plays the role of the 
slightly more powerful hero 
character, while his or her rag-tag 
mob of pirates follows closely 
behind. It's incredibly basic stuff, and 
the ‘strategy’ is rarely any more 
complicated than just idly clicking 
on enemies until they die. It's 
simplistic and underwhelming. And 
when you're finished, you have to 
walk verrrry slowly all the way back to 
your ship. Annoying. 

The sailing and exploring is fun. It 
feels the most piratical of everything 
the game has to offer, and the 
overworld is gorgeously vibrant and 
detailed. The strategy lets it down, 
though. It's too flimsy and 
unsatisfying to hold your attention, 
even as your army improves with 
more experienced seamen. Fnaar. 

Pirates of Black Cove's booty chestis 
spilling over with ideas, but upon 
closer inspection all that priceless 
gold is justa collection of those 
chocolate coins you used to get in 
your stocking at Christmas. m 


It's certainly nevershort — [refe YY z*1 
of ideas, but inept 

execution sends Pirates 

of Black Cove toppling off 

the gangplank. 


qu» Ford Focus Presents 


Gadget Awards 2011 


IN ASSOCIATION WITH QuALCOWW REI 


What will you choose? 


From tablets, to smartphones, to gaming, vote for your 
Dick of the years hottest kitin tne I3 Gadget Awards 2011 
The shortlist is now open. Vote for your favourites 
and you will be entered into our fantastic 
Awards Gadget Giveaway 


> ; | i » z * : 7 C1 | | X n 
= SC 
r2 


A female version nof an um a 
Hilarious. fesses: 


In pink. With bi 


Jurassic Park just got a lot 
Also sexier. ia 


iy rougher. 


g lips. 


——áÀ emat, — xD 


Need to know 


Whatisit? 

A side-scrolling take on the 
massively excessive 
first-person shooter. 


Influenced by 
Weapon of Choice 


Playiton 


Dual core, 2GBRAM, 


512MB RAM 


Alternatively 
Serious Sam HD, 76% 


Copy protection 


Steam 


a 


m mm 


OK,now they're 
just being silly. 


hat's better than a really 
big gun? Only two really 
big guns strapped 


together. What’s better than two 
really big guns strapped together? 
Three? Please. 

In this side-scrolling platform 
version of the OT T FPS, you get to 
wield a stack of six — and it’s your 
choice whether they're rocket 
launchers, flamethrowers, shotguns, 
machineguns, or even chainsaws, 
declared honorary guns for the 
duration. Best of all, even six rocket 
launchers wouldn't be overkill here, 
notin a game where regular enemies 
get to fill the whole screen and the 
big bosses are... ridiculous. 

Double D should be awesome, and 
at times actually is. The first time 
you strap a rocket launcher onto a 
flamethrower to fight brainwashed 
dinosaurs allied with bombardier 
monkeys, you have to smile or 
forever forfeit your soul. That smile 


TAK 
(E air 


bounces back often, whether you're 
fighting evil pancakes wielding 
weaponised vuvuzelas, shooting 
down gigantic apes on rockets, or 
facing offagainstgiant mutant 
hamsters. With 360-degree 
shooting via mouse or Xbox 
controller, there's nothing you can't 
hit, if they're polite enough to get in 
range. By the time you step up toa 
chainsaw-tommygun-rocket- 
flamethrower, they can be as rude as 
they like for the last few seconds of 
their pitiful lives. 

Outside of those moments 
however, Double D struggles a lot, 
not because things are wrong so 
much as not right. Neither Sam or his 
weapons have much weight behind 
them, even with a rumble-enabled 
Xbox 360 pad, and the physics is as 
floaty as hell. It's often tough to see 


whatyou can jump on, or anything at 


all behind all the explosions and 
blood. You don't mind so much when 


+ Expect to pay £5 € Release Out now € Publisher Croteam € Developer Mommy's Best Games 
* Multiplayer None € Link www.mommysbestgames.com 
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things are flowing, but enemies 
teleporting on top of you mid-boss 
fight and entire screens exploding 
with kamikazes soon get frustrating. 
The comedy grates throughout: 
entertaining surrealism stuck next to 
utterly woeful attempted jokes. 
Repeatedly yoinking away both 
control and the camera just to show 
villains chatting slows the game 
down, and needs a much funnier 
script than Double D delivers, 
especially when most of its better 
jokes are simple visual gags. The 
topless female kamikaze who holds 
giant bombs against her chest for 
instance really didn’t need a whole 
cutscene to draw your attention to 
the fact that boobs are also round 
and that this is what the joke is. 
Double D never manages to bea 
good enough shooter to escape being 
what it is—a gimmicky game created 
to promote the real Serious Sam 
sequel, BFE. If you're nota fan of the 
series, you're not missing out. If you 
are, it won't be the best shooter 
you've ever played, but itis a solid few 
hours of enjoyable chaos to whet 
your appetite for the real sequel. 
Don’t expect more than that and 
some really big guns, and you'll at 
least have a few laughs while it lasts.m 


Custom BFGs keep it more | C 
BFEthan BFD, but the -— 
modern successor to 
games like Contra and 
Abuse thisis not. 


REVIEWS 


D Just this once, we'll permit humming 
of the Legend of Zelda theme. 


Lovecraft spinsin his grave as CTHULHU 
SAVES THE WORLD By Richard Cobbett 


s with many comedy games, | about to join your party. 
A the frustration of playing But here's the ‘but. If you've played 
Cthulhu Saves the World is enough JRPGs to really get the 
that it's a better parody of its genre game's jokes, you've also played 
than example ofit. Goodthingit'sa | enough to know that behind the gags 
really good parody. isa mediocre RPG. When the 
The main gag is in the title: HP characters aren't talking, far too Frhulhirerives H'decernies inser 
Lovecraft’s squid-faced creation much time is spent in dull random E So might the combat. 
Cthulhu is forced to put evil aside combat or stooging around even ' 
and become a hero - even ifheisonly | duller mazes. Good tweaks — such as 
saving the world as a means to havinga set number of random 
recover the dark powers heneedsto | encounters per area — are often 
destroy it personally. His quest is weighed down by odd decisions, such 


played out in classic JRPG style, with | as the slow pace of magic refills. The 
a terrific scriptand endless attention | gaps between funny lines quickly 


to detail, though how funny itis become a grind. 
depends on how many Final Fantasy- For £2 though, does that really 
type games you've played. matter? No. Join Cthulhu for his 

No trope goes unmocked, from company and not for dreams of a new 
the appearance of a monster called Chrono Trigger, and don’t let the 
‘Beltman’ to an early boss’s game’s limitations put you [za zz 


higher max HP now than he willina | you even geta whole + Expect topay $3 € Release Out now € Publisher Zeboyd Games 
couple of minutes’ — a hint that he's second RPG for free.m * Developer In-house € Multiplayer None € Link www.zeboyd.com 


LIKEABLE ROGUE 


Dare you enter the.. DUNGEONS OF 
DREDMOR" By Dan Griliopoulos 


description that reads ‘Has much off. Buy iton Steam, and 67 


ne hero fell at the hands ofa What Dredmor does well is narrow 
p ë These strange, 
wide-mouthed robot down the options and make them ; sirr ale i pA 
henchman. A badly- understandable, while keepingthem — & tert iP have a Mysterious 
conceived craftmaster was killed, flexible and adding crafting. Instead —— Peres Growing Moustache 


Attack. This monster is 


humiliatingly, bya diggle. A thief of endless races, classes and skills, 


é A z tryung to kill you! 
was dissolved dismantling a gas trap. | you choose seven of 50+ perfectly- 


A high-level vampire archer wiped understandable power-sets to create 
out a monster zoo with a ten-star your character. Pick the Fedora 
Bolt of Mass Destruction, before power-set and you start with an 
dying from acid burn because there initial buff to rogue behaviour and a 
were no monsters whose blood he natty hat, and gain Indiana Jones- 
could suck to heal. related upgrades as you level. 
Considering the enduring Sadly, Dredmor doesn't advance the 
popularity of the genre, it's roguelike much further. Not 
surprising that the roguelike has everything is explained or obvious, 
never been polished up for a and the interface is still primitive. 
commercial game. Dredmor sits Nor is the rough arta great leap 
halfway between bastions of the forward from ASCII. 
genre such as Zangband TK, and Despite these caveats, Dungeons of 
Torchlight. You have the purposeand | Dredmor is perfectly formed and 
humour of the latter — killing the horribly addictive. Ilost gaen 
wicked lord Dredmor - and the four hours and two heroes 
option-set, perma-death and turn- just screenshotting this 8 2 + Expect topay £349 € Release Out now € Publisher Gaslamp Games 


based combat of the former. small review.m * Developer Small info € Multiplayer None € Link bit.ly/pBBkDD 
r n 
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Windows? Life without walls™, PC Specialist recommends Windows 7 


pcspecialist.co.uk 


Gaming on a budget? Then look no further than the 
Fusion 450 Gaming PC. You get the gaming performance 
but without the price tag! 


Fusion 450 Gaming PC 

* AMD Phenom™ I| X2 560 Processor 
* Genuine Windows 7 Home Premium 
* 4GB Samsung DDR3 1333MHz RAM 

* 500GB WD Caviar Black SATA Ill HDD 
* 1GB AMD Radeon HD6770 Graphics 

* 24x Dual Layer DVD-Writer 

* 450W Quiet Dual Rail Power Supply 

* PCS Black Enigma Case 

* 3 Year Silver Warranty 


from £449* 


Take your gaming to the next level with the FSX1000 Plus 
PC. There is plenty of grunt to power through anything you 
dare throw at it! 


FSX1000 Plus Gaming PC 

* 2nd Gen Intel® Core™ i5-2500 Processor 
* Genuine Windows 7 Home Premium 

* BGB Samsung DDR3 1333MHz RAM 

+ TTB WD Caviar Black SATA Ill HDD 

* 1.25GB nVidia GeForce GTX570 Graphics 
* Corsair TX750 Power Supply 

+ CoolerMaster CM690 MkII Case 

* 24" Widescreen TFT Monitor (1920 x 1080) 
* 3 Year Silver Warranty 


from £1099* 


With an AMD Quad-Core CPU, Radeon HD Graphics 
and a massive 1TB Hard Drive, the Fusion X800 
will keep you one step ahead of the competition! 


Fusion X800 Gaming PC 

* AMD® Phenom"" || X4 Processor 965 
* Genuine Windows 7 Home Premium 
* 4GB Samsung DDR3 1333MHz RAM 
* 1TB WD Caviar Black SATA Ill HDD 

* 1GB AMD Radeon HD6950 Graphics 
* 24x Dual Layer DVD-Writer 

* Corsair TX750 Power Supply 

* CoolerMaster Storm Enforcer Case 

* 3 Year Silver Warranty 


from £799* 


The new Intel i5-2400 CPU offers excellent value for 
money. Coupled with the GTX560Ti, this PC will power 
through all of the latest games! 


Vortex 800 Plus Gaming PC 

* 2nd Gen Intel® Core™ i5-2400 Processor 
* Genuine Windows 7 Home Premium 

* 4GB Samsung DDR3 1333MHz RAM 

* 750GB WD Caviar Black SATA Ill HDD 

* 1GB nVidia GeForce GTX 560Ti 

* Corsair TX650 Power Supply 

* CoolerMaster Elite 310 Blue Case 

* 24" Widescreen TFT Monitor (1920 x 1080) 
* 3 Year Silver Warranty 


from £899* 


The hugely powerful Intel Core i7-2600k is taken 
to the extreme with an overclock up to 4.8GHz.This 
really is one beast of a gaming rig! 


Vortex 1500 O.C 

* 2nd Gen Intel® Core™ i7-2600k @ 4.8GHz 

* Genuine Windows 7 Home Premium 

* BGB Kingston Hyper-X 1600MHz RAM 

* BOGB Intel& 320 SSD * 1TB Caviar Black HDD 
* 1.5GB nVidia GeForce GTX580 Graphics 

* Titan Fenrir CPU Cooler + MX3 Thermal Paste 
* Corsair TX850 Power Supply 

* CoolerMaster HAF-X Gaming Case 

* 3 Year Silver Warranty 


from £1499* 


One of our most poweful gaming rigs. The Vortex 2000 
gaming pc contains some of the latest and most powerful 
components which will smash through the latest games 


Vortex 2000 Gaming PC 

* 2nd Gen Intel® Core™ i7-2600 Processor 

* Genuine Windows 7 Home Premium 

* 8GB Kingston Hyper-X Genesis 1500MHz 

* BOGB Intel 320 SSD * 1TB Caviar Black HDD 
*2x1.5GB nVidia GeForce GTX 580 in Sli 

* 24x Dual Layer DVD-Writer 

* 1000W Corsair HX1000 Modular PSU 

* Corsair Obsidian 650D Gaming Case 

* 3 Year Silver Warranty 


from £1999* 


or caius on: 0844 499 4000 


email:enquiries@pcspecialist.co.uk 


D. PLOY haroc 


Gamins at pespecialist.co.uk 


Enigma Ill 520 Laptop 

* 15,6" Widescreen Display (1920 x 1080) 
* Genuine Windows 7 Home Premium 

* 2nd Gen Intel® Core™ i5-2410M 

* 4GB Corsair DDR3 1333MHz RAM 

* 500GB WD Scorpio Black SATA Il HDD 
* 1GB nVidia GeForce GT 520M Graphics. 
* Gigabit LAN & Wireless N Network Card 


Optimus li Laptop 

* 17.3" Widescreen Display (1920 x 1080) 
* Genuine Windows 7 Home Premium 

* 2nd Gen Intel® Core™ i7-2630QM 

* 8GB Samsung® DDR3 1333Mhz RAM 

* 500GB WD Scorpio Black SATA Il HOD 
* 1GB nVidia GeForce GT 555M Graphics 
* Gigabit LAN & Wireless N Network Card 


+ 15.6" Full HD Widescreen Display (1920 x 1080) 
* Genuine Windows 7 Home Premium 

* 2nd Gen Intel® Core™ i7-2630QM 

* 8GB Kingston Hyper-X 1600MHz RAM 

* 750GB WD Scorpio Black SATA Il HDD 

* 1.5GB nVidia GeForce GTX560M Graphics 

* Gigabit LAN & Wireless N Network Card 

* 3 Year Silver Warranty 


* 3 Year Silver Warranty * 3 Year Silver Warranty 
" pre 
* 
| . from £599 from £849 
The Enigma IIl 520 is the perfect low-cost gaming laptop. The 2nd Gen Intel Dual Core CPU, The 17.3" Optimus II Laptop is fitted with a 2nd Gen Intel Quad Core CPU, massive 
4GB RAM & nVidia Graphics Card makes the Enigma III ideal for portable gaming on a budget! 8GB RAM & an nVidia Graphics Card! What more could you want under £900? 
Vortex Il 15 Laptop Vortex Il 17 Laptop 


* 17.3" Full HD Widescreen Display (1920 x 1080) 
* Genuine Windows 7 Home Premium 

* 2nd Gen Intel® Core™ i7-27200M 

* BGB Kingston Hyper-X 1600MHz RAM 

* 500GB WD Scorpio Black SATA II HDD 

* 2GB AMD Radeon HD6970 Graphics 

* Gigabit LAN & Wireless N Network Card 

* 3 Year Silver Warranty 


from £1149* | from £1349* 


An extremely powerful 2nd Gen Intel Core based laptop. Paired with the GeForce GTX560M, The pinnacle of our gaming laptop range. The Vortex II 17 houses the most powerful Intel 
this Laptop is a great gaming laptop, with desktop rivalling performance! CPUs, 8GB Kingston RAM and AMD's flag ship mobile graphics card - gaming heaven! 


For the latest technology and most powerful gaming PCs & Laptops, call or go online! 


Flexible Finance Available! SAVE £15 of every order! 
Have the option to settle within i 


12 months and pay no interest! Enter code PCG26 
Join the community at pcspecialist.co.uk/forums 


EYES SHUT 


Get ready toreach for the Optrex in E.Y.E.: DIVINE 
CYBERMANCY By Richard Cobbett 


Need to know 


Whatis it? 

Asprawling RPG/shooter 
hybrid based on a game called 
A.VA. you've never heard of. 
Influenced by 

Deus Ex 

Playiton 

Core 2 Duo, 2GBRAM, 
512MB 3D card 
Alternatively 

Deus Ex: Human 
Revolution, 94% 

Copy protection 
Steam 


“It’s got more 
twists than the 
whole Deus Ex 
series put 
together” 


a 


ou know how you can 

hack doors in Deus Ex? 

Inthis RPG-shooter, 

doors can hack you. You 

don't choose a class, you 
create a gene profile, full of wacky 
terms like 'Binah' and “Tiphereth’ 
influencing the usual Strength/ 
Intelligence type stats. 

Your first goal is ‘Wake Up’, but 
EYE’s dreamlike state continues way 
beyond that, into a world full of 
names like ‘Secreta Secretorum’, and 
tutorials offering such explanations 
as “You just wake up after your 
death, but careful, you went mad.” 

Oh, and later, things get silly. 

You don't play EYE: Divine 
Cybermancy. You bounce off it into a 
brick wall, then shakingly return in 
the hope that the concussion will 
help its warring factions, bizarre 
comic-book world and cyberbollocks 
make some damn sense. It’s a game 
that you'll want to like, and I’m sure 
many will relish —a shooter that can 
be played solo or co-op, with a 
desperate desire to offer the variety 
of Deus Ex ina very different style. 

The first mission for instance, to 


| infiltrate a neon-lit megacity that’s 


full of slobbering mutants, can be 
completed via assassination, hacking 
or brute force murder, though being 
asked to pick one up-front isn’t much 
fun when you realise you're nota 
good enough hacker to be stealthy, 
or are running short on lives and 
aren’t allowed to save. In short, it’s 
everything a cult classic needs... 
except for being fun. 


Inhuman 
The problem is that we've all just 
finished playing the mighty Deus 
Ex: Human Revolution, and 
comparing the two does EYE no 
favours. The translation is dreadful. 
The graphics are often worse. Map- 
design is often confusing, with scale 
that sometimes impresses but often 
bores, even with HUD indicators 
showing you where to go. The 
combat is weak, with lousy AI and 
difficulty largely built around 
respawning monsters that would be 
more at home in a Serious Sam game. 
By far the worst thing for me was 
that whileI don't get motion sickness 
from most games, here the constant 


Know your cyberbullshit bs 
Your guide to surviving EYE’s early levels 


E oe 


| "gf | 
f 
A seđret society 


Mon 
— M now) 


Your side, atthestart 


Allies, but youhate them. 
Totalitarian jerks. 
Your own jerks. 
Justaname here, apparently. 
Your bullet-blocking friend. 
Clears madness/debuffs. 
Blurand pointlessammo wastage. 
Asick practical joke. 
Silly extra-life mechanic. 
Floating exposition terminal. 
Bonus round. 
Doomed megacity. 
Of courseYou've gotit. = 


+ Expect to pay £15 € Release Out now € Publisher Streum On Studio & Developer In-house 
Multiplayer 4 player co-op Link eye.streumon-studio.com 
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blur effects, combined with such 
aesthetics as the first level's pea- 
green graphics, frequently made me 
feel more than a little ill. 

Istarted playing EYE in the hope of 
finding a diamond in the rough, and 
bluntly, that never happened. While 
afew hours of play made me more 
comfortable with what it was and how 
everything fitted together, I never 
found it engaging, nor the combat 
remotely enjoyable. However, like 
Stalker, Zeno Clash, Pathologic, and 
many other cult favourites, it is at 
least different to anything you've 
likely played before, which carries it 
further than it would otherwise get. 
As in most of those games, it’s often 
the hammy bits that carry the most 
charm, such as shooting a random 
looter only to be told “You just killed 
a soccer player,” or delivering 
dialogue like “Your words seem as 
devoid of intelligence as your eyes. I'll 
leave you to your pathetic life." 

Ifyou can follow the poorly told 
plot, there's plenty of it, leading to 
several endings, and with more 
twists than you'll get in the whole 
Deus Ex series put together. Some 
people will undoubtedly love the 
experience, admiring it for its 
originality and independence. 
"They're not necessarily wrong. 

For most though, the appeal is 
going to wear off quickly, whether 
it’s from one too many treks across 
huge maps to hit the next waypoint, 
or constantly being stuck in fights 
that feel designed to be endured 
rather than enjoyed. Don’t 
necessarily cross it off your Steam 
wishlist, especially if there's a sale, 
but be aware that you're buying into 
a gamble as much as a new game. 


A lessthan great PCGAMER 
RPG-shooter that you may 


still love to pieces, but 
keep a pack of aspirin on 
hand just in case. 


Question 1: Who are you? 
Question 2: If I kill you, who will care? 


A rare street scene without a "$ Ghost In The Shell: Doesn't 
random scantily clad neon lady. ME Stand Alone, Complex. 


No, no. | took the morning off, 
ou tedious old arse. 


Oh, I’m so coming back 
to kill you later. 


« 
Gunther: Wowilll Cis G5fine be hardcore man, 
Bn utrg-vicidbt party ' 


Untick 'Limit the enemy reinforcements’ 
in the Options screen at your peril. 


Like life, insanity always hits at 
the most inconvenient times. 


2) idu ler N 
© Hacking is powerful, but fiddly 
3 with respawning foes everywhere. | : 
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THEY'REBACK Re-releases reviewed By Jon Blyth 
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; — > Hot from his guest appearance | 
= 2S in Wild Wild West. 


Ti si ol hM A i 
EN The machinegun - your friend —— 
E throughout the game. 2 4 dd 


pw 
M 3 


STROGG ONE OFF 


QUAKE 4is more old-school than its few short 
years can justify. And the Strogg are stupid. 


uake 4isa game where you 


Need to know shoot Strogg. You shoot 
LLL LLL LLULL LL LLL them because they are, to 
Whatisit? coin a phrase, pricks. They don’t just 
The PIINE forthe capture enemies, they implant, 
‘ie Ue vivisect, and convert them into a 
nC HY meaty clan of cybermen. 
Doom, Hexen, Return To Castle ath Matthew KE 
Wolfenstein n the case of Matthew Kane — 
Playiton hello, you big protagonist you — they 
Pentium 4.2GHz, 512MBRAM, don’t quite finish the job, leaving an 
64MB video card enhanced and thoroughly miffed 
Alternatively super-marine to bring about their 
Singularity, 68% downfall. A lesson for future Strogg 


scientists: do the brain first. 

id Software farmed this one out to 
Raven, a studio I had to look up to 
make sure they were still going. Last 
Tdheard of them was Singularity, a 
game I could love like a three-legged 
dog with a nice wonky face. Sadly, 
Activision didn’t feel the same way, 
and did the marketing equivalent of 
bundling Singularity into a sack and 
throwing it offa bridge. A shame, 
because Raven are masters of 


| unspectacular success. The crown 


princes of entertaining adequacy. 
And they did modern Wolfenstein, 
but you can't stay angry forever. 

So, Quake 4 is... well, it's a 
competent but difficult-to-get- 
thrilled-about singleplayer game. If 
you're after a classic Quake 
deathmatch, stick to the previous 
games Raven certainly did, 
advancing the brilliant Quake III 
template in only cosmetic ways. Even 
the singleplayer is defiantly old- 
school, from medkits and health- 
out-of-100, to level design that seems 
immune to modern concepts. 


Revolting doors 

For example, the doors. They drove 
me nuts. Look, I understand that 
you've got to disguise the corridor. I 
understand that shooters as linear as 
Quake 4 need to pull off some smoke 
and mirrors. But dropping dozens of 


| solid locked doors into your levels 


+ Expect to pay £15 @ Publisher Bethesda € Developer Raven / id Software 
* Multiplayer Yes € Link store.steampowered.com/app/2210 € First review PCG 155, 8596 
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DMA Token effort at skin there, Strogg. 
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"8 (the all-new adventures 
of Space Corpse. 


isn’t that. Maybe at the first locked 
door, the player will think ‘oho, I'll 
probably be needing a keycard for 
that. Let’s frisk some dead guys, 
that’s my favourite.’ 

Drop the player into a room with 
eight doors, six of which have those 
never-to-be-opened red lights either 
side of them, and the player will 
begin to suspect that there’s nothing 
behind those doors at all. They’ll 
begin to think you're taking the piss. 
Why stop at eight? Why not doa 
room with five-hundred locked 
doors? You could even label che 
doors ‘Amazing Town’ and “The 
Infinitely Recursive Glitterverse’. 
Go nuts! It’s not like you'll ever have 
to design them. 

That said, Raven do have the knack 
of making a shooter with an 
entertaining soul. The weapons are 
great, and the action more full-pelt 
than Doom 3’s moody darkness. If 
there’s one thing Quake has, it’s fun- 
to-shoot-shit appeal. 

Incidentally, while old disc versions 
get compatibility errors with 
Windows 7, they actually are 
compatible, you just have to run the 
files directly with a right click and a 
run as admin, instead of relying on 
theautoruns on the disc. 


Dated gaming ideas, 
satisfactorily rehashed. 
Old before itstime, Quake 
4is more of arelicthana 
retro attraction. 


LOCO MOTO 


Should we still be chuffed about CHRIS 
SAWYER’S LOCOMOTION? 


public transport sim. Thatis, 
until I saw Minecraft creator 

Notch tweet excitable noises at Good 
Old Games about its addition to 
their catalogue. To make myself feel 
like less of a masturbating 
eavesdropper, I stumped up six big 
American ones and downloaded it. 

Ishould have guessed the Notch 
seal of approval is no guarantee of 
accessibility. The three short 
tutorials are non-interactive macro 
recordings of mouse movements and 
pop-up explanations, leaving you 
with some need for the meticulous 
107-page PDF manual. If you've ever 
thought ‘well, all this adrenaline is 
nice, but I really do admire a good 
system’, this is RollerCoaster Tycoon 
without the pretend thrills. 

One of the main complaints when 
the game was released in 2004 was 


I had scant interest in this refined 
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that Sawyer had had a decade to 
improve on Transport Tycoon — and all 
he'd done was throw more pixels at it. 
It's an accusation that loses its sting 
seven years on, with both games 
swathed in the pink mist of retro. 

Asa game, it's a fussy bureaucratic 
girl, with charts and information 
leaking out of her. There’s a baroque 
charm to the homebrewed OS, 
mimicking Windows with its 
dropdown menus and dismissible 
panels. But it's tough to justify this 
game, when the Deluxe version of its 
predecessor offers more substance. 

Even improved with age, 
Locomotion is the crappy pistol in 
Chris Sawyer's arsenal. Happy 
genius and lovable cuddlebear 
Notch may be, but next 
time he recommends a 


REVIEWS 


Apparently 40 people live 


tA 3 / 
4 in Barrow-in-Furness. c 


game on Twitter, I’ll read 
up on it first. © 


^l i | 
you hear me? Dyson!” Ñ 
SPLINTERCELL 
CONVICTION 


f the ocean had a deep end, Silent Hunter 5 

would throw you in atit. The tutorial and 
manual don't even begin to approach the 
problems you'll face, making this a game 
fundamentally unsuitable for anyone who's 
notwilling to poke around, experiment and 
spend long painful hours questioning the 
relationship between their actions and the 
events on their monitors. True, Si/ent 
Hunter 5 opens up more of the sub than 
SH4, and there’s also a campaign mode, be it 
ever so slightly inadequate. 

The main problem with SHS was that it 
was buggy. We're some versions on now, so 
AI fixes have helped, and the 
framerates have been fixed 
slightly, making this a better 
prospect than it was at launch. « 


he talkative grunts in this game have 

been so well and thoroughly parodied, I 
can no longer remember whether or not 
someone in the game actually started telling 
me about their children just before I shot the 
support away from a museum exhibit and 
crushed them to death with it. 

Butapart from the occasional frustration 
when your game descends from stylish 
conflict avoidance to panicked alarm- 
trigger flailing, Fisher's immersive and 
stylised latest is as good as you'll get in 
Clancy's post-hardcore era. While 
‘cinematic’ is a default lazy word for game 
reviews (as are ‘immersive’ and 
‘stylised’ — I’m going for bingo), 
the artistic direction of Conviction 
is begging for it. - 


+ Expect to pay £4 € Publisher Atari @ Developer Chris Sawyer 
* Multiplayer No € Link gog.com € First review PCG 142, 72% 


FINALFANTASY XI 
ULTIMATE COLLECTION 


Y get the game and its four expansions, 
along with 30 days' sub. After that, 
you'll be shelling out monthly. That’s 30 
days to get to grips with a mean-spirited 
grind against that familiar FF bestiary. 
Thirty days in a perfectly beautiful world 
where ‘quests’ and ‘rewards’ take a sad 
backseat to the repetitious sedation of 
punching onions. By not offering the 
constant trickle of progress and payoffs, a 
charitable player would say that FFXT shows 
Blizzard up for the cynical brain-prodding 
wizards they are. 

If you're going to sally forth, you should 
know that a month isn’t even R 
going to start your journey. 'This 
isa universe that's light on dings, 
where the gratzes are heartfelt. = 


€ Expect to pay £10 € Publisher Focus / Ubisoft 
: Developer Ubisoft Romania € First review PCG 213, 77% 


+ Expect to pay £10.20 @ Publisher Mastertronic 
* Developer Ubisoft € First review PCG 213, 8796 


+ Expect to pay £18 € Publisher Square Enix @ Developer 
Square Product Development Div 3 € First review PCG 131, 8% 
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Available on tablets and online. 


You can now buy a digital edition of PC Gamer, ready to read whenever you want. 
Both single issues and subscriptions are available and each purchase 
is permanently stored in your own magazine library forever. 


To buy your digital copy of PC Gamer visit 
www.zinio.com/pcgamer 


Once the magazine has downloaded an internet connection is not required. 
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What’s going on 
with UK broadband? 


Ua =} ead Game download statistics show that real-world net speeds 
are even worse than we thought 


hile telecom networks 
have spent the last 12 
months bombarding us 
with ads about fibre 
connections and 
ultrafast speeds, it turns out that average 
connection rates are, frankly, rubbish. 

At the end of July, Ofcom released an 
interactive map showing broadband 
speeds across the UK and Northern 
Ireland (bit.ly/mPs54D). What the Ofcom 
data showed was that area with the 
highest average connection speeds is 
Edinburgh, where subscribers can expect 
10Mb/s. Not bad, but also not ‘superfast’. 


E com NOVEMBER 20n 


The problem with these figures, as 
Ofcom admit, is that speeds are measured 
at the exchange, not at people's PCs. 
Enter Pando Networks, who make 
download clients for such MMOs as Lord 
of the Rings Online. Shortly after the 
Ofcom report, they released their own 
data based on the download speeds of 
400,000 UK gamers (bzz.]y/nckHOE). 

According to Pando, the highest 
average speeds are in Brighton - which 
incidentally has lots of cable customers 
anda big web design community. There, 
people can expect just 8Mb/s download 
speeds. Good, but still less than half of 


PE 


the ‘up to 20Mb/s' offered on BT lines in 
the area and a fraction of the 50M b/s 
cable that's supposed to be available. 

Isitany wonder that the Advertising 
Standards Authority has opened yet 
another investigation into broadband 
speed claims? The ASA say that 
"although the average speed experienced 
by UK consumers has increased by over 
2596 in the past year, there is also a 

i between the advertisedand i 

growing gap be ee 
actual speed delivered to customers.” 

Here’s hoping they can actually do 
something about it. m 
Adam Oxford 
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SAMSUNG TAB BANNED 


[XT WEZ APPLE OBJECT TO 
THE SALE OF TABLETS 


— What do you call those tablet PCs you see 
© forsaleonthe streets of Amsterdam but 

areillegal everywhere else in Europe? Oh yes, 
Samsung Galaxy Tabs. A Germancourt has 
ruled that Samsung's Android tablet design 
infringes a ‘Community Design certificate’ 
(CDC) held by Apple for the iPad, which means 
the device can no longer be sold through official 
channelsin the entire EU except for the 
Netherlands. CDCs are a bit like patents, but as 
the name suggests, cover design rather than 
hardware or software specifics. Apple have also 
targeted Motorola with a similar complaint. It 
seems slightly spurious, 
considering Apple didn't 
invent thetablet computer, 
but an appeal has already 
been overturned. AO 


INTEL ULTRABOOKS 


FAT WAD, THIN PCS 


Intel have put aside $3300mto help 
< notebook manufacturers develop 

‘ultrabooks’ using its latest Core series of 
mobile processors. Windows notebooks have 
so far been slow to take advantage of the 
slimmed down designs new processors permit, 
or ludicrously expensive. Intel are obviously 
keen to get more machines out there. Hopefully 
someone will take advantage of the funds to 
make one that is awesome for games too. AO 


| HOT PRODUCTS 
MEASURING HARDWARE FEVER 
USB3.1 


New 100W revision for 
charging tablets is on 


Fo Steelseries Sensai 
7T —- Amousewitha 32bit ARM 
| processor on board. 


Razer Switchblade 
X —- Tinynetbookwith 
LED keys. 


AMDHD7000 
T — AkKAcGraphicsCore Next. 


— -5 
$ Microsoft Touch Mouse 
-f5 ~ Touch sensitive mice? Hmm. 


Summer 
A ^ Lovely weather. Terrible 
m! timefornew kit. 


ation: Paul Blachford 
Oistockphoto.com 
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Five uses for 


your old PC 


Got yourself a fine new games machine recently? 
Heres a few things you could do with the old one 


TIDUIXLDDLIITCMEPMM 


omewhere in my parent's loft 

there's a place where old 

computers go to die. There's an 

Atari ST, a ZX Spectrum and at 

least one Amstrad PC from the 
early '80s. Cases emblazoned with names 
from the past- Time, Tiny and Apricot— 
are gathering dust, because once I believed 
that they might be useful again one day. 

Ifyov're planning to upgrade your PC, 

don’t let it end up like that. There are loads 
ofthings you can do to keep an old machine 
in circulation. Here are justa few: 


| Set up a media server 
This is so stupidly simple to do. Using 
either Windows or Linux, you can use 
simple folder-sharing tags to allow any other 
PC, laptop, tablet or phone in the house to 
access the hard drive of a networked 

Tg / 
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computer. For even easier access, you can 
use almost any common player software to 
setup shared UPnP libraries for music and 
video. Windows Media Player can do this, 
as can Winamp and Rhythmbox. But for a 
standalone media server, [wonky (www. 
twonky.com) is pretty unbeatable. 


- Your personal cloud box 
With a full PC behind your shared 
storage, you can go that step further than 
sharing files around your home network 
and create your own cloud server. Why 
trust the likes of Flickr and Dropbox to 
look after your stuff, when you can do it 
all yourself? You can do this using free 
remote desktop software, like Splashtop 
or RealVNC. That said, these can be 
cumbersome ifall you're trying to do is 
get hold ofa Word document. Slicker 


alternatives include Opera Unite www. 
opera.com). You just leave an instance of the 
Opera browser running on your server PC 
and then use browser add-ons, on remote 
machines, for different types of files. 


3 Standalone game server 
Once, every multiplayer game that 
shipped came with dedicated software 

for running the server instance. It’s 
(shamefully) less common these days, but 
you can still host games, from Team Fortress 
2 to Minecraft, on a dedicated machine if you 
want to. Old PCs are usually perfect for this 
—you don't need much in the way of CPU 
power and nothing at all for graphics to run 
aserver. And there'll be plenty of computing 
cycles left to add a voice comms server, with 
Ventrilo (www.ventrilo.com) or TS2, as well. 
Whatyou will need is a broadband 
connection with a good upstream sync 
speed - preferably 1.5Mbps or more. 


A Stick it by the TV 

Putting a PC in your lounge is really, 
really cool. It’s like having a TiVo, a games 
console, an internet browser and a video 
phone all in one. The problem is that it 
sounds boring. The monikers Home 
Theatre PC (HTPC), or media streamer, 
are so pathologically dull it’s a wonder we 
aren't still using gramophones. I'd 
recommend trying Boxee (www.boxee.tv) or 
XBMC (www.xbmc.org) for a PC interface 
that works really well on the big screen and 
can play back anything from a local drive, 
UPnP server or online streaming service. It 
willalso mean you can play games on your 
TV and can plug ina USB TV card for the 
ultimate all-round entertainment machine. 
As with most of these ideas, it's worth 
looking at ways you can silence or make 
your old PC a little more power efficient, 
before creating something that’s going to be 
lefton mostofthe time. Why not treat it to a 
new case too, something like Lian Li's 
excellent PC-V351R perhaps? 


Turn it into art 

We've all seen clocks made out of 
CDs and other bits of geek decor. But check 
out the work of Theo Kamecke (www.theo 
kamecke.com) for artwork made from PC 
parts, which is incredibly far removed from 
the usual clichés of the genre. Having been 
thus inspired, why not try your hand at 
creating your own? 


Ifyou really don’t have the space or 
inclination to keep an old PC hanging 
around the house, there are plenty of 
recycling services. Since reusing is better for 
the environment, however, you could also 
consider donating it to charity. Computer 
Aid (www.computeraid.org) is the leader in 
this field, although they can often only 
accept donations of several machines ata 
time. So why not see if your local charity 
shop or school can make use of it instead? = 
Adam Oxford 
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PLAY HARD WITH A 


ENOGETINCEIEZ 


Corsair Vengeance Low Profile Memory 


Brilliantly designed to boost the performance of almost any desktop PC 


Designed for performance 

Using only carefully selected DRAM and 
performance screening each module, Vengeance LP 
memory kits are tuned to deliver fantastic 
performance and are great for overclocking. Their 
unique low profile heat spreaders are compatible 
with most CPU air coolers and keep your memory 
running cooler, too. 
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Corsair Vengeance LP memory. Designed for you. Learn more at corsair.com 


Designed for compatibility 

Vengeance LP modules run at 1.5V for maximum 
compatibility with all Intel* Core" i3, i5 and i7 
processors, as well as AMD's full range of Phenom II 
processors. All Vengeance LP modules include an 
XMP profile so it's easy to get maximum memory 
performance from your system. 
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Designed for stability 
Like all high-performance memory from Corsair, 


Vengeance LP modules undergo rigorous testing, 11 P5 MERERI 
ensuring you will get rock-solid stability out of peu * 
the box. Plus, Vengeance LP is backed by a limited — 


lifetime warranty and Corsair's highly-regarded = 
service and support. 


WE'VE DESIGNED A COMPLETE LINE OF ENTHUSIAST-GRADE COMPONENTS AND ACCESSORIES TO MAKE YOUR NEXT PC YOUR BEST PC 
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OVERCLOCKERS UK 


ALSO AVAILABLE WITH 
LARGER HEAT SPREADERS 
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We built the computer 
no one can afford. 
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All hail the PC Gamer 


supercomputer 


Why good enough isnt good enough for your gaming PC 


upgrade my machine quite 

frequently,” says PC Gamer 

reader John Pringle. “I built 

this one around two months 

ago, and T'll soon be adding 
more RAM, a solid state drive and - 
in the next six months - ll probably 
be swapping both GPUs for some 
Nvidia 5 series ones in SLI.” 

It’s not such an extreme statement, 
until you look at the specs of John’s 
current machine. A six core Core i7 
980X Extreme Edition, with 6GB of 
RAM and two high-end GeForce 
GTX 480 graphics cards in SLI 
mode. Even allowing for the fact that 
John picked up the £800 processor 
for a bargain £150, it’s still a monster 
gaming rig well beyond the 
aspirations of most of us. 

And yet, it’s not all that unusual. 

For several years, it’s been possible 
tobuild a gaming PC that's good 
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enough to run the latest generation of 
games on a budget of around £500 or 
so. Low to mid-range CPUs are more 
than capable enough of running 
every game that’s out at the moment, 
likewise GPUs. Yet according to 
analysts at Jon Peddie Research, the 
market for ‘enthusiast and 


“When a £150 
graphics card can run 
most games, why do 
people buy the best?” 


workstation’ class graphics boards 
actually grew around 6% last year. 
Yes, there's been a drop-off in overall 
sales, but as far as I can tell, it's the 
squeezed middle that’s vanishing as 
low-end cards get good. There are 
still enough people buying the 
highest performance kit to make it 


Adamsays 

My PCs tend to 
beslightly over- 
specced forthe 
work! do, but! 
like having the 
extraheadroom 
“justin case”. 
Nevertheless, 
you canbuild a 
PCwithalmost 
allthescopeof 
this super-PC for 
awholelotless. 


worthwhile for manufacturers. 

“The hardcore enthusiast will 
always buy the best available,” says 
Bill Donnelly, global PR director of 
Sapphire Technology, “but the more 
casual user is getting better bang for 
buck than ever before.” 

When a £150 graphics card can run 
most games at high settings at 1080p, 
why do people buy the best? Logic 
would dictate that it's to game on 
larger screens, like the 2560x1600 
resolution ofa 30-inch monitor. Or 
perhaps it's to play on three screens at 
once, or to run games in 3D? 

In fact, aside from a few niche areas 
such as hardcore flight or racing sim 
fans, there's little evidence that many 
gamers are using screens above the 
standard 1920x1080 resolution. 
Certainly that's what John Pringle 
uses, and he’s not unusual in that. 

One of the UK’s top overclockers, 


| Hard Stuff, 


MEASURE FOR MEASURE Our gaming supercomputer compared to a merely very good one 


Handbrake video encode 
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Dewi Jones — aka topdog from 
Benchtec UK (www.benchtec.co.uk) — 
says that he started upgrading his PC 
to improve gaming framerates. 

“T played a lot of Battlefield 2,” says 
Jones, “and one of the members in 
our clan could load the game, jump in 
the chopper and land by a flag before 
everyone else had started the game 
because he had a state-of-the-art 
setup at that time.” 

Now Jones runs an Intel Core i7 
2600K overclocked to 5.6GHz using 
an expensive phase changer cooling 
setup, pulling out flasks of liquid 
nitrogen for extra cooling when it 
comes to record attempts. He 
describes the point where 
performance became about more 
than practicality. 

“Overclocking for me went from 
saving money to overclocking for 
more speed," he says. ^I needed a 
faster CPU to get ahead of the guys 
placed above me, and getting a top 
score in a category is a nice 
achievement. It turned into a hobby. 

Because sometimes there's more to 
life than value for money. Just ask 
anyone who owns an Apple Mac. 


» 


Buying time 
For most of us, buying the best kit 
you can afford has the advantage of 
futureproofing. It may seem like 
games engines haven't become more 
complex in the last few years, but if 
you think your GeForce GT'X 8800 
is going to do much with Battlefield 3, 
you're going to be disappointed. 
More power now means more time 
until the next upgrade. 

The editorial line herein the PC 


L] 


Decent PC 
Coreib 750, 
MSIP55, 4GB RAM, 
AMDHD5870 


Awesome PC 
Corei7 990X, Sapphire 
X58, 12GBRAM, 
2x AMDHD6970 
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the side of the price conscious. We 
like make sure that every pound you 
spend on new hardware delivers the 
best value possible. But if that policy 
were lifted, what would our dream 
machine look like? 

"I here's some debate as to which is 
the best processor to buy right now. 


"Is it worth it? Of course not. But a 


machine like this should exist, just 


forashort time. So we built one." 


Intel's current six-core socket 1366 
chips are phenomenally powerful, 
but the four-core i7 2600K does beat 
them in some benchmarks where 
multithreading isn't what matters. 
Plus, they're much cheaper - around 
£260 versus £770, in fact. Since value 
for money isn't our primary concern 
here, however, we'll opt for a Corei7 
990X. It can handle up to 12 threads 
simultaneously, making it 
particularly potent for highly 
multithreaded games like Shogun 2, 
and unbeatable for video encoding. 
However, here’s another reason 
why it’s worth not buying top-end 
components: while the 17 990X is the 
best processor money can buy right 
now, and is also unlocked for 
overclocking, it won’t be for much 
longer. Intel’s socket 2011 Sandy 
Bridge hexacores are on their way in 
the next few months, as is AMD's 
highly anticipated FX range. Both 
should outperform the older Core i7. 
Back in the present, our Core i7 
needs an Intel X58 chipset 
motherboard to go with it. Good 
choices here are the Sapphire Pure 


Processor 
Corei7 990x 
£770 
Motherboard 
AsusRoG 
Rampage lll 
Extreme £350 
Memory 
T2GBRAM £240 
Graphicscard 
2x AMDRadeon 
HD6970 £600 
Case 
Thermaltake 
Level10£359 
Solid State 
Drive 

OCZ Max IOPS 
2406B£400 
Hard drive 
WD2TBHDD 
£64 
TOTALPRICE 
£2783 
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go no holds barred, Asus’s 
unimpeachable Republic of Gamers’ 
Rampage III Extreme (£350). 

Yov'll want at least three 2GB sticks 
of RAM to go with it too, for triple 
channel memory access and really 
getting the most out of all six CPU 
cores. That’s not too expensive: 6GB 
kits start at around £35, although itis 
possible to blow £240 on three 4GB 
modules of DDR3 in Corsair’s top 
end Dominator range. 

When it comes to graphics, you 
could opt for four GPUs in one 
system by matching two Radeon 
HD6990 graphics cards together. 
Each of these two-chip cards costs 
£600 or more, however, and they’re 
fairly hard to come by, so we'll settle 
for second best: two Crossfired 
Radeon HD6970s or one HD6990— 
it comes to the same thing. 

And if you should be mad enough 
to build this thing, don’t forget an 
SSD drive as well as a traditional hard 
drive for speeding up boot and load 
times, and a soundcard like the 
Creative Sound Blaster X-Fi 
Platinum HD (£154) or Asus’s Xonar 
Essence STX (£147). 

And to house it all, a stern looking 
all-black case with modular internals 
and neat lighting. Like the £359 
Thermaltake Level 10, perhaps? Yes, 
that'll do. 

Is it worth it? Of course not. Buta 
machine like this should exist, just for 
ashort time, so we built one and 
tested out. Then I took it for a spin 
before disassembling it and going 
back to something more sensible. See 
the boxout above for how it compares 
to something more off-the-shelf. = 


7E labs usually comes down on Black (£170) or, if you really want to Adam Oxford 
dM | 
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"^h USB Gaming Headset 


Introducing the 


Corsair Gaming Audio Series HS1 
Brilliantly designed to bring your gaming audio to life 


Designed for Performance 

The HS1 is built with massive 50mm drivers that deliver unmatched gaming punch, and sparkling audio quality 
in music and movies too. Dolby* Headphone surround audio gives you a competitive edge, and the 
noise-cancelling mic ensures that your teammates and opponents hear you loud and clear. 


Designed for Comfort 
Extra-large earcups and fabric-covered memory foam earpads provide a customized fit and excellent 
noise isolation, without binding or pinching, so you can game for longer and in total comfort. 


Designed for Reality Y 

7.1 channel surround sound imaging heightens realism for a more immersive gaming $ + 
experience, and truly cinematic movies. The extra-large inline volume and microphone y 
controller is easy to grab when the action hots up, and the quality build and materials 
means it will withstand years of use. 


The Corsair Gaming Audio Series HS1. Designed for You. 
Learn lots more at: corsair.com/gaming 


Eum 
dobsecom Ebuyercom GAD nov. SCAN 


OVERCLOCKERS UK 


Dolby is a registered trademark of Dolby Laboratories. 


DICTIONARY 

Driver» Anothername for the 
electronicswhich move the 
speaker cone inside an earpiece 
Measured in mm. The larger the 
better, asa rule of thumb. Sensitivity» [he loudness of 
Neodymium> You'll often see heheadphones. Measuredin 
thisrareearth metal referencedin £ decibels (dB) per milliwatt of input, 
speaker design. It has unusually higherratings requireless input 
good magnetic properties for powerto move the diaphragm. 


| BUYER'S ADVICE 


HEADSETS / 


moving diaphragms accurately. 
Diaphragm> [he large paper- 
ike cone which is movedby the 
magnets and driverto vary air 
pressure and create sound waves. 


What to look for when buying a new 
set of cans. By Adam Oxford 


ou can get by without a 
joypad and it’s easy to 
survive without a 
printer or scanner these 
days. You don’t really 
need an expensive keyboard and 


mouse. The one peripheral no gamer 


should be without is a headset. 
Aurally encapsulating yourself, as 
opposed to using speakers, will 
improve your games. You can hear 
every footstep, while positional 
effects become more accurate. Not 
to mention the fact that unless you 
live alone in a cabin in the woods, at 
some point or another while gaming 


you'll find yourself politely requested 


to “keep it down.” 


Aren't allheadsets the same? 
First of all, a lot of ‘audiophillia’ is 
just people with too much money 
who like to spend it on expensive 
components that have the same 
acoustic properties as a coat hanger 
(this is not a joke). But that’s not to 
say audio engineering isn’t a complex 
business. There’s a vast difference 
between using a £10 pair of 
headphones that make games sound 
like they’re being played down the 
phone, and the rich audioscapes 
conjured up bya good quality set of 
speakers next to your ears. 


Sowhat should! look for? 

Let’s start with physical 
construction. Try as you might to 
protect it, your headset will almost 
certainly end up thrown in a corner, 
trodden on or folded up into a desk 
drawer at some point. Robust, well- 
built headclamps are just the start of 
your requirements. Well designed 
cable fittings are also essential. 


What about comfort? 
‘There are two types of ear cuff— 
Lex j 


\ 4 


supra-aural and circumaural. The 
first sit on the ear, and aren't as 
comfortable as the second, which 
enclose it completely. 


Isthat the sameas ‘open backed’? 
Notatall. Closed back speakers have 
a solid shell around the back of the 
ear cuff, which reflects sounds back 
towards the ear. These cut out 
ambient sound from the rest of the 
room and make your own listening 
more private, but they also give audio 
a slightly warmer, more bassy sound. 
Open backed headsets might annoy 
other people in the room, but they 
can be more accurate for listening to 
music, for example. 


What other specifications 
should! look for? 

Don't read too much into the tech 
specs. Sound quality isn’t related to 
any one technical detail, but rather 
the whole headset plus the unique 


qualities of your own ears. With that 
said, the most important thing to 
watch for is ‘frequency response’. 
This is described as the range of 
frequencies that the speaker can 
produce, usually from a very low 
number like 20Hz to a very high one 
like 20,000. The further apart those 
two numbers are, the better. 


What about Ohms? 

This is a measure of the ‘impedance’ 
ofa speaker, which gives you an idea 
of how much power is required to 
move the diaphragm. As a general 
rule, look for higher impedance 
headsets (60 Ohms or above). These 
tend to be the ones designed for 
studio use, as higher quality 
components output more power. 
Plugging them into an onboard 
sound card, without a dedicated 
headphone amp, however, might 
make them sound flatter than they 
would otherwise. s 
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| ON TEST | 


HEADSETS 


HOW WE TESTED 
Games? //ere looking for 
asound balance that's rich 
without being too bassy, and 
weneedclarityat the mid 
toupperend, sovoices are 


Nearing them. Your Vent 
riends will be grateful we 
ested out the mic for quality 
00. No badly earthed hums 
allowed, and decent high- 
egister response required. 


Want great sound for less than £100? 
Here itis. By Adam Oxford 


Comfort» youregaming 
or eight hours a day every 

ri day, there are other health 
Amos song, some Beastie ssyes you should be thinking 
Boysanda bit of opera. But about, but if youre going 
it'snot about taste- it's oenjoy agameat all, your 
seeing how thespeakers headset has to fit well. 
performwithawiderange : Price>Theresanelement 
of different sounds. of getting what you pay for, 
Mic» theycant hear jut also a lot of overpriced tat 
you, there’sno point in you around. Isit value for money? 


clearly distinguishable over 
backgroundnoise. 
Music»lests include a To 


Siberia V2 


£60 SteelSeries 


teelSeries have long 
promoted their close 
relationship with certain 
pro-gaming teams. The 
ideais that the feedback 
they get from competition players 
feeds into their peripheral designs. 
It’s a laudable aim, although one that 
has by no means made everything 
they've ever created a success. 

The Siberia V2 headphones, 
though, are a perfect example of how 
to make gear for gamers. They’re 
exceptionally comfortable, for a start. 
When worn, thanks to a wire-thin 


"For gaming, they 
sound great, with 
great placement for 
positional soun 


brace around the top and a clamp 
suspended on nylon strings, you can 
barely feel them. At the same time 
they're very secure. The ear cuffs are 
large and luxuriously padded, totally 
enclosing your flaps with closed back 
cans so outside noises are cut out. 
And then there's SteelSeries' 
unique microphone boom, which 
is flexible and retracts into the left 
earpiece when not being used. It's 
long enough to curve in front of your 
mouth without getting too close and 
asa result picks up every word clearly. 
Ifthere's a flaw, it's that because 
these are designed for use with 
PlayStations as well as PCs, you don't 


get the in-line volume controls 
without the bizarre USB 
extension plugged in. It's 
nota full USB soundcard 
because only the mic goes 
through the dongle, and 
without it, the cord is 
quite short too. 

It's a small price to pay 
for the sound quality, 
though. It'sa very 
balanced soundscape 
that's neither too bassy 
nor tinny. For gaming, 
they sound great, with a 
wide feel that has great 
placement for positional 
sounds. They'rea 
little flatin the mid- 
range, which can make 
listening to music ‘muddy’, 
butthey benefit more than 
most low-impedance headsets 
from a decent headphone amp — 
throwing a £20 soundcard such as 
the ASUS DG into your system can 
make these perform on a par with 
some of the best I've ever used. 

The full £100 price is a bit much, 
but Scan have them listed for less 
than £60, which is excellent value. = 


Not without their flaws, [seyeT VV is") 
but these headphones F 

offer a blend of good 

sound, great value 

and excellent design. 


Spec: Headphones € Frequency response 18-28,000Hz * Impedance 320hm € SPL T12dB € Driver 50mm € Spec: Mic Type Uni-directional 
* Frequency response 50-16,000Hz € Sensitivity -380B € Weight 680g € Web www.steelseries.com 
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DR-GA200 


here's a reason headset designs 
T don'tveer far from a certain 

set of standards and that's 
because they've been refined over 
the years into the ones that work. 
Veer too far from the norms and you 
could end up with something that's 
ingenious, such as the SteelSeries set 
on the opposite page, or something 
that's trying just a bit too hard, such 
asthese Sony DR-GA200s. 

These headphones are unusual in 
almost every respect. The strutted 
structure makes them very light 
and extremely comfortable to wear, 
but the strange tripod-like pads sit 
them high above your ears without 
sealing the sound in. What this 
means is that while the drivers 
themselves are closed back, the 
design is actually very open. 

Asa result, the sound stage is a little 
odd. It's wide and very well balanced, 
with a huge dynamic range which 
your ears can tell is there. However, 
the overall feeling is quite cold. 
Midtones tend to be harsh rather 


than warm, music has an edge that 
shouldn't be there and the bass is 
booming but not atmospheric. In 
addition, spatial effects degenerate 
alittle too easily into echoes rather 
than precisely placed blasts. 

Over time, your ears might 
get used to this or the speakers 
themselves will wear in, but there's 
no guarantee of either of these 
things happening. 

It's frustrating, because the 
components are clearly of a very 
high quality —you can genuinely 
hear that. And there are some 
excellent touches, such as the strong, 
flat cable and surprisingly sensitive 
short boom mic. Meanwhile, the 
3.5mm jacks feel tough enough to 
drive through concrete. 

‘The headphones offer an optional 
external soundcard that boasts an 
impressive array of tools for tuning 
the audio. However, as much as you 
might want to like them for all of 
these reasons, they're just not the 
ones I'd buy at this price. 


Sony'sheadphonesare [xa Y 27] 
different, but they fall 

just farenough away 

from being genius to 

put us off buying them. 


Spec: Headphones € Frequency response 14-22,000Hz @ Impedance 400hms € SPL Not listed € Driver 40mm € Spec: Mic € Type Omni-directional condenser 
+ Frequency response 20-20,000Hz € Sensitivity Not listed @ Weight Not listed Web www.sony.co.uk 


GameCom 777 


£45 Plantronics 


hat you really need 
when you're gaming 
late into the night is that 


reassuring pinching feeling where 
your headset is so tight that its velour 
padding feels like a knife under your 
ear, isn't it? It keeps you awake and 
gives you your edge. Or perhaps it 
just rubs your neck and leaves you 
with a vaguely embarrassing mark 
for the morning. 

Depending on whether or not 
you want your headset to give you 
love bites will decide whether or not 
you like Plantronics’ GameCom 
777. Because these are, for a sub-£50 
headset, a decent, quality pair 
of speakers. Like many gaming 
headsets, they're balanced every so 
slightly too far towards the bassier 
end of the scale, but not so much that 
they feel as if they’re trying to blow 
your eardrums in. 

Listening to music, you can just 
about get away with describing 


them as ‘warm’ rather than 
‘overwhelming’, which I suspect is 
mostly down to the secretly open- 
back design that this otherwise 
hefty piece of kit has. 

There’s a half-decent USB 
soundcard included too, which has 
an instant 7.1 faux surround effect 
button ifyou like that sort of thing. 
Personally, I’ve yet to find one of 
these simple in-line units that can 
add effects as well as Windows’ 
built-in driver. 

Back to the headset. Like the 
speakers, the noise-cancelling mic 
isn't exactly what I'd describe as 
broadcast quality, but it's a fair price 
for a fair sound. 

Optimistically, perhaps the clamp 
willloosen up a bitover time and 
after a few months these will feel 
as light on your head as they do in 
your hand. However, it's a risk that's 
probably not worth taking if you've 
got an average-sized man-skull.s 


Reasonable quality and 
reasonably priced, but 
not as comfortable as 
you'll want for a long 
gaming session. 


PC GAMER 


Spec: Headphones € Frequency response 20-20,000Hz € Impedance 320hm € SPL Not listed & Driver 40mm € Spec: Mic @ Type Uni-directional noise-cancelling condenser 


* Frequency response 100-10,000Hz € Sensitivity Not listed € Weight Not listed € Web www.plantronics.com 
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Tactic 3D Omega 


£149 Creative 


hile this is the only 
wireless headset tested 
this month, the first thing 


that strikes me about the Creative 
Tactic Omega is that there’s a lot 
of cable-like stuff that comes with 
it. Three USB leads, a detachable 
mic and two metal rods for building 
the stand, to be precise, plus a squat 
external soundcard, some cables 
for converting RCA jacks and, of 
course, the headphones themselves. 
The two USB cables do at least 
mean that if you run out battery half 
way through a session, you can plug 
one directly into the headset itself 
to provide some charge. And with 
only 10 hours or so of charge, you'll 
need to plug them in often and leave 
the second cable somewhere handy. 
"These are wireless for convenience, 
not for keeping your desk tidy. 
The volume controls are built into 
the left cuff, and as far as that wireless 
capability goes, there's more than 


enough range for gaming at your PC, 
with no noticeable lag. 

Given the choice, though, I'd prefer 
amore lightweight wired set, rather 
than these pretty cumbersome cans. 
"They're not uncomfortable as such, 
butthese headphones are the most 
noticeable on your head. 

The important question is sound 
quality, of course, and unfortunately, 
like most Creative headsets, the 
bass is utterly overwhelming at the 
default settings. Trying to play 
World in Conflict, for example, is like 
disconnecting everything apart from 
the subwoofer on a home cinema 
system and then wondering why you 
don't get what's going on in Platoon. 

The saving grace is Creative's 
X-Fi-based software suite, which 
gives you a wide range of tuning 
options and reveals hidden qualities 
to the set that aren’t immediately 
obvious. However, for the price, 
they're hard to recommend. ® 


Big and brash, but they 
require a lot of cables for 
awireless kit, and they 
don't offer the best 
sound quality either. 


Spec: Headphones € Frequency response 20-20,000Hz € Impedance 3200hms € SPL102dB € Driver 50mm € Spec: Mic @ Type Noise-cancelling condenser 
+ Frequency response 100-6,500Hz + Sensitivity -40dB # Weight Not listed € Web www.creative.com 


PC333D 


regular winner here in the 
A PC Gamer labs, any new 
Sennheiser headset has a lot 

to live up to. The mighty Sennheiser 
PC 350 and its sister set, the PC 360, 
are the reference points for what 
closed-back and open-back headsets 
(respectively) should sound like. So 
how does the PC 333D compare? 

For starters, there’s a bundled 
USB soundcard if you wantit, as 
well as 3.5mm analogue jacks if you 
don’t. The swinging mic boom 
automatically mutes when pushed up. 

The sound quality is fabulous 
too. It’s arguably the best on test 
here and certainly as good as the 
winning SteelSeries set, despite using 
noticeably smaller drivers. If there’s 
a complaint it’s that again, there's a 
definite bass bias to the soundscape. 
Spatial positioning is damn near 
perfect, and listening to music is a joy. 


£100 Sennheiser 


There are a couple of things 
that hold the PC 333D back from 
greatness, though. There’s no in-line 
volume control, and the build quality 
isn’t up to the standards we'd expect 
from Sennheiser. They look and feel 
alittle too plasticky for my liking. 
The main reason these come 
in second place, though, is that 
they sit on top of your ears rather 
than around them. It’s a personal 
complaint, but for sitting in front of a 
game fora long period of time, most 
people will prefer circumaural cans 
that cover the ears snugly. = 


A great sound, with PC GAMER 


well-rounded rather 
than oppressive bass, 
but the supra-aural 
design is an awkward fit. 


Spec: Headphones € Frequency response 14-22,000Hz @ Impedance 320hm € SPL112dB € Driver 30mm € Spec: Mic € Type Noise-cancelling uni-directional 
* Frequency response 70-15,000Hz @ Sensitivity -380B € Weight Not listed @ Web www.sennheiser.com 
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ATH-750COM |, 


£65 Audio-Technica 


T he smallest headset on test 
here, Audio-Technica's 
750COM folds up almost 
tothe size ofthe mic boom alone 
and yet feels sturdy enough to 
throw into a bag fora LAN session, 
without worrying too much about 
whether or not you remembered to 
wrap them up in a protective sleeve. 

Sound-wise, despite the small 
size of the drivers, there's plenty 
of bass response to add atmosphere 
to games without becoming painful. 
Voices remain clear no matter how 
loud the explosions around you and 
that includes your own: the mic is 
very good too. 

These headphones are pretty good 
for music too. High frequencies are 
a little muddy in comparison to the 
beston test here, but they have a rich 
sound you could get used to. 

However, there are a few 
drawbacks. They’re supra-aural, 
sitting on top of your ears rather 
than around them, which doesn't 


make them supra-comfortable. The 
in-line volume is frustratingly high too, 
hanging only just below your chin. 

The real decider, though, is the fact 
that the headphones are USB only, 
rather than via an adaptor. That means 


youcan'tusethem witha  fwexrsy 
high-end soundcard, and 
I'm not convinced the one 0 


these come with is as good. s 


Spec: Headphones € Frequency response 18-22,000Hz € Impedance 320hm € SPL 102dB 
+ Driver 40mm € Spec: Mic + Type Uni-directional condenser ® Frequency response 100-10,000Hz 
+ Sensitivity -44/+-4dB Web www.audio-technica.com 


£50 Roccat 


he Kulo kit from Roccat 
| has the option of either 
a USB dongle or 3.5mm 

analogue jacks, a combination that 
is becoming increasingly thenorm. 
More unusually, though, this is a 
very lightweight and small set of 
headphones that deliver good sound 
quality for the price: 

There are other things to like 
too. The in-line volume control 
is in just the right place, the mic is 
OK, although it picks up a lot of 
background noise, and there’s a 
metal strip running through the 
headband for long-term support. 
The cable is long enough as well. 

However, that’s where the positives 
end. Not only do these headphones 
utilise an on-ear supra-aural design, 
which is of dubious benefit in even 
the best headset, but the leatherette 
pads sit flat against the ear. They’re 
like the headphones you used to get 


with a Sony Walkman, except they 
get sweaty and sticky very fast. 
It’s a baffling design choice, 


and one that puts this PC GAMER 
technically fine headset 
swiftly down to the Tl 


bottom of the pile. = 


Spec: Headphones € Frequency response 20-20.000Hz € Impedance 500hms € SPL 102dB +/-3dB 
@ Driver 40mm € Spec: Mic @ Type Bi-directional noise-cancelling # Frequency response 70-20,000Hz 
Sensitivity -47dB € Web www.roccat.org 
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BENCHMARKS 


KEY FIGURES FOR THE 
HEADPHONES ON TEST 


It's always difficult to benchmark headsets, 
soherearesome of the vital specs compared. 


E| Weight (Higher is heaver) 


Cablelength (Higheris longer) 


STEELSERIES SIBERIA 2 
Weight 880g 


Cable Length: 3m 


SONY DR-GA200 
Weight: 240g 


Cable Length: 2.5m 


PLANTRONICSGAMECOM777 
Weight: 522g 


Cable Length: e. Sm 


CREATIVETACTIC3DOMEGA 
Weight: 544g 


SENNHEISER PC 333D 
Weight: 255g 


Cable Length: 35m 


AUDIO-TECHNICA ATH-750COM 
Weigl 


Cable Length: 2m 


ROCCAT KULO 
Weight1 


Cable Length: 25m 
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Our definitive guide to the latest 
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| .. gaming hardware. By Adam Oxford 


x 


>. 


Componentsand 

materials »^ piece of kit 
iS quite literally the sumo ooks 
its parts. We look for the Aesth 
fastest chips, the highest nto a 


nuch data can it hold? Does 
tread and write data quickly? 
Attractiveness>Some Kit 


good, some looks bad. 
Yetics are often taken 
ccount, as depending 


core counts and the mos ontheitem, itcanbea factor 


rnodern materials. 
Real-world Valu 
performance»Fachpiece : highe 
of kit we look at must be of kiti 
examinedonitsownmerits. : isitwi 


inyourlong-termsatisfaction 


e»|t may be the 
st-performing piece 
nits category, but 
thin reach of most 


If it's a mouse, how doesi consumers? We like tosee 


feel? sittooheavyor 
Ifit's a memorystick, an item 
designed for portability how : value 


CA750 Central Station 


oamsung 


ike the Viewsonic 
opposite, Samsung's 
CA750 is an attractively 
priced 27” screen, 
available for less than 
£400. But the comparisons pretty 
much end there, because while the 
Viewsonic is a good-looking AMVA 
panel that suffers from too much 
ghosting, this is a very fast TN screen 
that’s arguably a bit washed out. 

The CA750 looks OK, so I won’t 
complain to much. The important 
thing about this monitor is that it’s 
the first of Samsung’s Central Station 
line. Buried inside its aluminium 
base is a wireless transceiver that 
pairs with a tiny USB adaptor. This 


“The sheer amount 
of flexibility that 
this monitor gives 
you is astonishing” 


enables you to beam video, sound, 
ethernet and USB 3.0 connectivity 
from a laptop or PC. All you have to 
do is plug the adaptor in and install 
the (Windows-only) Central Station 
software, and suddenly: look mum, 
no wires. 

There’s also an HDMI and VGA 
input so the screen can be used with a 
desktop and laptop simultaneously. 

It’s not the first time we've seen 
wireless display kit- a few months 
ago I was unimpressed by Intel’s 
WiDi and Netgear's Push2TV. The 
70cm range ofthe Samsung is a bit 


disappointing and the stand can be a 
bit shaky if you're smashing away on 
the desk. The wireless tech, though, 
isawesome. Up close, there's some 
obvious artefacting where the video 
is being compressed in 3D games, but 
it's not present on the normal desktop 
and doesn't really detract much from 
games. The key thing is that any 
input lag is barely perceptible and 
surviving the horde in Left 4 Dead 
doesn’t feel any harder than when 
using a regular cabled screen. 
However, it’s also far from flawless. 
Some games refuse to run and others 
crash the screen completely, while at 
1920x1080, it’s a little low-res too. 


€ Screen size 27” @ Resolution 1920x1080 € Hub 2xUSB 3.0, 2xUSB 2.0, Ethernet # Power 
consumption Approx 40W € Response time 2ms € Contrast ratio 928:1 € Web www.samsung.com 
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So long as you aren't relying on 
the wireless connection all the time, 
the sheer amount of flexibility this 
monitor gives you is astonishing, 
and there’s little in the way of a price 
premium to pay for it. 

Iwouldn' necessarily say ‘go out and 
buy it’, but if you do, you won't regret 
it. This is one of those rare products 
you know is important: one day, all 
monitors will be made like this. ™ 


Don't rely on the 


CA7505 wireless — 
capabilities for gaming, . 
but it's simply awesome 

for everything else. SS eee 


ight? components that are not 
only best-in-class, but offer 


for money too. 


to find the latest, ; 


best prices. 


Viewsonic VP2765-LED 


£379 Viewsonic 


he bigger and wider a screen 
T is, the more the picture on it 

fills your peripheral vision and 
the better you can see the tiny details. 
Unless you're playing professionally, 
in which case having HUD elements 
squeezed together is a bonus. 

So when Viewsonic releases a 27" 
panel that uses an AMVA screen for 
the same price as its competitors are 
selling similarly gigantic TN panels, 
we may be closing in on perfection, 
especially as it has an industrial 


strength lift/pan/tilt/rotate/fly stand. 


Not only is it big, but it also uses 
LED backlighting. That means it’s 
thin and draws less than 20W with 
the brightness on medium settings. 


There’s a handy USB hub builtin too. 


Because it’s AM VA technology, 
colours are rich and contrasty: whites 
are white, blacks are dark and inky 
and everything in between is punchy 
without being overwhelming. 

Still, nothing is perfect. If you're 
using it for desktop work, you'll 
notice that the 1920x1080 resolution 


isn’t high enough for this number 
of inches: it’s not unusable, but you'll 
miss the crisp edges and extra room 
on the desktop that a 2560x1660 
resolution gives you at this size. 
‘That’s not such an issue in games, 
but there the failing is that response 
times are slower than we're used to. 
"There's noticeable ghosting, which 
will be too distracting for gaens 
most. So it's good then, 
but it's not the perfect 79 


screen I hoped for. m 


SPEC € Screen size 27” € Response time 25ms € Brightness 300cd/m2 € Weight 12Kg € Viewing angles 
178° € Contrast ratio 3000:1 € Colour modes sRGB, WP and user defined & Web www.viewsonic.com 


Zibal 60 


£120 Mionix 


his may be the best 
keyboard 
I’ve tried. 


Just the process of 
writing this review 
on it has made my 
day better. It has solid, 
chunky keys mounted 
on Cherry MX Black 
mechanical switches 
which have an action so 
light and springy, it’s like having your 
fingers shod in Clarks’ sandals. 
Mechanical switches are rare 
as they’re relatively expensive to 
produce, but not only are mechanical 
keys more durable, they don’t have 
that spongy feel behind them either. 
The clacking noise might annoy 
friends and family, but who cares 
when you have a keyboard this good? 
As wellas the keyboard, there's a 
built-in USB hub and sound cable 
extenders. The keys themselves are 
backlitand the light cycles between 


illuminating every letter, 
number and function buttons, 
or justthe WASD keys for accuracy. 

Other than that, it’s fairly basic. 
"There are no macro keys, the design 
is chunky and the keyboard heavy. 

Could it be improved? Probably. 
Ibroke the wrist rest trying to attach 
it, the keyboard could have been 
toughened with metals and I prefer 
an ergonomic split-key design. 

So should you buy it? Of course 
not. No one needs to spend £120 
onakeyboard.Butifyou pena 
get the chance touse one, f 
you'll understand why 89 
they might want to. m 


SPEC € Key type Cherry MX Black € Responsiveness 2mm € Actuation force 60g 
Cable length1.55m € Weight 1.56Kg & Web www.mionix.net 
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Onza Tournament, Razer £35 
It'snot just the fact that it's slightly thinner 

and more comfortable to hold that makes the 
Onza Tournamentarivalto Microsoft's Xbox 
controller — it'sthefactthateach of thesticks 
canbesettovarying levels of resistance. There 
arealsoextra programmable macro buttons. 
It’s pricey, though, and some won't 

likethe elongated triggers. s 79 


www.razerzone.com 


LM3 Raptor £25 

Despite the shiny finish and multicoloured 
LED lights, the Raptor LM3 is arudimentary 
rodent. There’s no clever driver suite or extra 
macro buttons to get under your thumbs, and 
it weighs what it weighs, without the option to 
add or remove lead loads. like this simplicity, 
andthefactit has a comfortable grip, even if 
Idon'tlikethefinishitself. Still, with four DPI 
settings up to 2500dpi, it's a decent, 

if uninspiring, budget mouse. s 75 


www.raptor-gaming.com 


SW-G2.1, Genius £45 

Asevery good Ork knows, red goes faster. But 
doesit sound better? Genius’snew speakers 
boastscarlet foil overthe diaphragm. It's a 
look that could work, so long as the audio 
performanceis up toit. At 38W this isn’t the 
loudest, noris the bass especially rich, and 
treblesarelost due tothe single cone design. 
But they are free fromdistortion 

and havea good, natural sound. m 76 


www.geniusnet.com 
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Thereturn ofthe Rig 


elcome, once again, to 
the PC Gamer Rig. This 
month, the Rig is 
returning to its roots: 
henceforth it will be not 
justan awesome games machine in its own 
right, but also a guide to choosing 
components for your own self-build. 

Ifyou wanta PC which will render 
playable anything that developers can 
throw at it today and for the next few years, 
the Rigis the place to start. 
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Itsback andits better valuethan ever. Meet our ultimate component guide. 


These are the components that aren't to make sure that every componentis still 
‘entry level’, but rather ata level where we'd | the best choice, and we'll publish the 
settle for nothing less. They representthe | benchmarks to prove it. Think you could 
bestvalue for money possible: excellent do it better for less? Feel free 
framerates at an affordable price. to discuss our choices over 

There are many ways to build a faster PC | at the pegamer.com/forum. 
than the PC Gamer Rig, and there are 
many ways to build a cheaper PC, but this 
is our baseline for modern gaming. And it 
costs justa fraction over £850 to construct 
— monitor and peripherals included. Adam Oxford fF 

Every month, the Rig will be overhauled | Hardware Editor MEM 


CPU 3DCARD | 
Intel Core i5 2500K XFX Radeon 6870 Black 
An unlocked Sandy Bridge You can get faster cards, 
quad core, with everything but this has plenty of « 
but hyperthreading poke to power a single 
included. 1920x1080 display. 
FITTED November FITTED November 


POWER SUPPLY 
Cooler Master 80+ 

A decent 650W PSU that's 
rated well for efficiency. The 
minimum you should try to 
get away with. 
FITTED November 


MOTHERBOARD 
Gigabyte Z68AP-D3 % 


An awesome Z68 board, 
with mSATA connectors 
for mini SSDs and Intel's 
caching technology. 

FITTED November 


RAM 
Crucial Ballistic Sport 
Eight gigabytes of fast mem 
1600MHz DDR3 for £50. Gee 
Grab it quick, just in case Samem 
it’s a misprint. 
FITTED November 


MONITOR 
LGIPS236V 
Astonishingly low price for 
an IPS screen, and the LED 
backlight means it hardly 
takes up any space. 
FITTED November 


KEYBOARD 
Cherry CyMotion Expert 
The CyMotion looks a 
little meh, but has 
a beautiful gaming 
action. 

FITTED November 


CASE — 
BitFenix Shinobi 

Easy access to all 
components and not too 
noisy. Looks better than 
other budget cases, too. 
FITTED November 


HARD DRIVE MOUSE 

Samsung Spinpoint F4 Logitech G400 

A massive two terrabyte Classic Logitech style 
drive at a remarkable price, in a brand new design, 
and high density platters 4& this 3600dpi mouse is 
for top performance too. comfortable and precise. 
FITTED November FITTED November 


DVD DRIVE HEADSET 
LG GH22NP21 — ja, N Corsair HSIA 
Fast DVD writers are pretty TA a Good quality sound at 


generic these days, and it's - a reasonable price. Easily 
not really worth spending 2 " one of the best sub-£50 
the extra for Blu-ray. headsets. 

FITTED November FITTED November 


AA 
am 
sales@chillblast.com - 0845 45678 31 CORSAIR’ 


Rated #1 in the UK for service, Wier m- qe 
speed, reliability and support. 201) mmo 
Why settle for second best?  Peanuson Lm E 


Fusion Blackbird 


Five star rated by PC Gamer! 


eIntel Core i7 2600K Processor @ 4.6GHz 

* Asus P67 Sabertooth Motherboard 

*4GB ASUS Radeon 6990 Graphics Card 

*16GB DDR3 Memory 

* Corsair SSD + 1TB Samsung F3 Hard Disk 

*Blu Ray / DVD-RW Combi Drive 

*850W Corsair PSU 

* Corsair 600T Case in Black or White i 

*Free Upgrade to ASUS GTX590 available CHOICE 

*2 year collect and return warranty gon Joco B 
with lifetime support RES "an ANN. A 


£1749 inc VAT 
Fusion Rocket 


9 "Quote code DOUBLERAMPCG for 8GB! 


*[ntel Core i5 2500K Processor @ 4.5GHz 
* ASUS P8P67 Motherboard 

* ASUS Radeon 6950 2GB Video Card 
e AGB DDR3 133MHz Memory 

¢1TB Samsung F3 Hard Disk 

e 24x Sony DVD-RW Drive 

* 600W Corsair PSU 

* Coler Master Elite Case 

¢5/5 in PC Format Review 

* Windows included with all of our PCs 
*2 year collect and return warranty 
with lifetime support 


£1200 inc VAT 
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“It’s like having the dojo flooded 
_ with toddlers” 


TEAM FORTRESS 2 P| AYERS OIV 


Can I really kill all these 
noobs? No. No | can't. 


ES THE GAME NEW LIFE 


Now Playing: Team Fortress 2 
This month: Survived long 
enough to use actual tactics 
against a team of 
inexperienced players. 

Also played: Skyrim 


hen Team Fortress 2 became free 
W for everyone to play, it turnedinto 

adramatically better game. There 
are more people playing it, and most of 
them haven't played it before, so suddenly 
there are people | can kill. 

Asa deeply talentless player, thisis a 
novelty. It’s like being bottom of your karate 
class for four years and then having the dojo 
flooded with toddlers. How can it be wrong 
whenit feels so right? 

The upshot is that |can now go Scout, the 
class | fell inlove with at the first Team 
Fortress 2 preview event, but never had the 
skill to play in the wild. He’s fast, lethal at 
close range, agile in the air, and a complete 

_tool,lfthe enemy has any sense, sentry guns 


cut himoff from every important area, 
Heavies shred him in seconds, and Pyros 
catch himin their flames and leave himto 
die of his burns. Whenthe enemyhas no 
sense, he’s almost invincible. 

Itused to be the case that if! ran into one 
of the more vulnerable classes, on their own, 
oneat atime, | might just kill a couple of 
Snipersin one life. In my most recent life, | 
killed a Sniper, a Scout, a Sniper, a Soldier, a 
Spy, a Scout, a Sniper, a Spy, a Scout, a 
Soldier, a Demoman, a Sniper, an Engineer 
anda Medic. That’s 14 people, and we were 
playing tena side: some of them had to 
respawnto get killed again. 

Tostress: lam bad at Team Fortress 2. This 
wasnota skillfUl kill streak. | lived because 
the toddlers in the dojo chose bizarre 
weapons, fired in the wrong direction, or ran 
straight past me and wondered where Iwas. 
Allthe usual counters to the Scout are still a 
threat when they’re playing 


them: preying on the weak, and getting the 
jump onthestrong. 

It makes more sense on quiet servers. I’ve 
startedjoining 2v2 games, where there's 
almost norandomcrossfire and the combat 


“The toddlers chose 
bizarre weapons, fired in 
the wrong direction, or 
ran straight past me” 


is much more personal. Some people 
consider it bad etiquette to go Heavy ina 
small game like this, but | love it when they 
do: it’s like a multiplayer boss fight. 

Inone game, ended up alone against a 
Heavy anda Scout onNucleus. The Heavy 
would guard the central capture point while 
the Scout touredthe corridors hunting for 
me. Ihadto dodge or defeat him, then find a 

balcony or ledge that would 


like that, but an avoidable ornate sera let me double-jump across 
one. That adds a level of OUR REVIEW PCG 230, the main chasm to landon 
psychological strategy to BUY IT bit ly/1FX5J5, the capture point froman 
how you dance between MOREWww.teamfortress.com angle the Heavy didn't 
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| literally fanned his| 
flames to kill him. 


My gun's knockback letme 
knock this guy into the rafters. 


Pis 


Ican actually fall into this abyss 
and double-jump back out. 


= 
me X A L. 


eres 
B | wear a mauve crab on 
I head. So there's that. 


n 


expect. With the Force-A-Nature, the knockback 
shotgun, | could usually punt him into the depths 
before he could react. 

These new playersaren't toddlers, of course, 
and most of them are pretty smart —they just 
don'thavethe irritatingly perfect aim of the 
hardcore TF2 community. That makes the 
mindgames more interesting. If | get a hit off on a 
Soldier, can usually get away with minimal 
damage. But because he's used to beating Scouts, 
he'll give chase. |canstoparound the first corner 
with both barrels loaded, and get the jump on him 
whenhethinks he's chasing me down. 

If enemies getused to me taking alternate 
routes, | feint: letting them see merun down one, 
then switching to another with a double-jump to 
get behind them. And any time l'm spotted by 
someone l'm not looking directly at, lact like | 
haven't noticed. Again, the easiest prey is 
someone who thinks they're hunting you. 

None of these things take actual skill, and most 
ofthemdon't work against someone who has it. 
But just for now, the fact that neither! nor anyone 
else has any particular knack for the game is 
actually making it a morethoughtful and 
psychological one,t 
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“You have to pray to the crate gods 
that the next randomised drop is a 
brand new katana" 


PINC 


CUTING 
EQUI 


X 
NER 


EXPLOSIV 


R MOV 


M 


NISV 


RY 


Now Playing: Super Crate Box 
This month: Sliced big greenies, 
diced little greenies, and died, on 
average, every ten seconds or so. 
Also played: Dungeons of 
Dredmor, Chain Factor 


'mcalling it. The weapons in Super Crate 
| Box are the best l've ever messed about 

with. | lovethemso much, in fact, that 
whenever try to prioritise them in order of 
appeal, | just keep going roundin circles. | 
love the revolver the most, of course, asit’s 
so powerful. But I love the temperamental 
disc gun more. The flamethrower’s even 
better than the disc gun - and yet| love the 
revolver even more than that. 


secondly, I've discovered that if you useit on 
one of the big green baddies, ittakes away 
half their health in one go and sends them 
wandering off in the opposite direction. 

And the reason | love that is becauseit's 
fixed the game's only real weakness: its 
weapons are great, but they're normally 
only great individually. There isn’t much 
scope for combinations when you've only 
got oneslot. Now, though, | can plant mines 
behind a big greeny, race around in front of 
him, hopefully pick upa katana on the way, 
slice him up, spin him around, andsendhim 
back into the mine. Synergy! 

It’s hard to get this to work. For one thing, 
you have to turnonadime after laying that 
mine down. For another, you have to pray to 
the crate gods that the next randomised 

dropisa brand new katana, 


Atthe moment, though, | sl 2010 and that it's where you need 
mainly love the katana. QUR REVIEW n/a it tobe. 
Firstly, it looks like a butter BUY IT www.supercratebox. Itdoesn't happen very 
knifeinthe hands of the COM often, but when it does, trust 
: v IE MORE www.vlambeer.com as : 
game's weirdlittle hero, and me, it’s magic.t 
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New weapons magicall 
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Monsters you don't kill come 
back faster and crosser. 
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| NOW PLAYING THE GAMES WE LOVE THE MOST RIGHT NOW 


"WS MAIN MENU | GAME 


® mones) GAMES 


Frozen Synapse: turn-based, online, 
occasionally played by jerks. 


“Iwas outclassed, outgunned and 
my ani was gloating” 


ACCIDENTALLY B 


Now In Frozen LE 
This month: Spent twenty 
minutes being repeatedly told how 
shit he was. Much like his 
last job appraisal. 

Also played: TF2 


Synapse's traffic-light matchmaking 

system if you're still learning the game. 
Rule #1 — really the only rule—is whatever 
you do, don’t touch it until you've at least 
finished the tutorial. 

Being an idiot, | was cheerfully learning 
about cover mechanics when | decided to 
press it. The game seemed to alert every 


l t’simportant to understand Frozen 


player online that fresh meat was available. 


Three challengers accepted the offer. 
Twodrawsand a loss later, l'd learned 
more about the game than any tutorial 
could havetaught. There had 
been mistakes, sure, but I'd READ ME 
seen battle. 
Now Iwas looking fora 
341 win. Ped a el 


TN 


les EENE com NOVEMBER 2011 


RELEASED May 2011 

OURREVIEW PCG 229, 89% 

BUY IT team £19 (2 copies) 
MORE www.frozensynapse.com 


match, and as! planned out the first turn a 


| curt"Move" appearedin chat. Whenl 


explained! was still new to the game he 
voiced his displeasureina torrent of 
capitalized expletives. 

This was no longer a quest for victory. | 
was playing against ajerk. For too long I'd 
shied away from online strategy garnes 
because the most aggressively vocal also 
had the skill, build orders and timing to crush 
me. It was time for payback. Herel needed 
to worry about one thing only: | would beat 
him by being the superior tactician. 

Two of my five soldiers were killed in the 
first turn. Suddenly | was outclassed, 
outgunned and my opponent was openly 
gloating about his impending victory. 
Fortunately I'd made my most brilliant 
tactical manoeuvre without realising. By 
admitting my inexperience, | let my foe 
become overconfident and careless. 

One of my remaining soldiers popped out 
of covertoshoot an 
oblivious enemy grenadier 
inside aneon blue office. 


charge my flank, where | lay 


Next turn he senta soldier to 


COMING A TACTICAL GENIUS IN FROZEN SYNAPSE 


inwait on the off-chance he would be that 
stupid. "Fucking lucky,” apparently. 

By the final turn we were both down to our 
last man and occupying adjacent rooms. 


“By admitting my 
inexperience, | let my foe 
become overconfident 
and careless” 


Bothsoldiers crept cautiously to the 
doorway connecting them. Both emerged 
and took asingle shot simultaneously. His 
went down, mine didn't. Relief washed over 
me. He skulked away without a word. 


Oh, sorry, did | beat you 


ls through superior intellect? _ 


EXTRALIFE 


^! look around. My wife is out. My inbox is clear.” 


WORLD OF WARCRAFT 
IS AHARD HABIT TO BREAK 


Tim Edwards 


Now Playing: World of Warcraft: 
Cataclysm 

This month: Fell back into the 
clutches of addiction. Blamed 
peer pressure. 

Also played: Dirt 3 


y World of Warcraft guild leader 
M pops up onIM. "We're atank short. | 

know you haven't played fora bit, 
but fancy tanking for us?" 

Ilook around. My wife is out. My inboxis 
clear. There is enough change in the pizza tin 
tocallindinner. 

“Yes. Yes Ido.” 

Idrifted away from WoW over the last six 
months. | thinkit was due to the newraiding 
philosophy Cataclysm brought to the game. 

The PC Gamer guild learnt its chops 
fighting through Naxrammas and Ulduar, 
gradually becoming one of the top ranked 
guilds on our server. The sizeof the guild 
means we're ableto field multiple raid 
teams with multiple ethos. 


E 


-— 


Cataclysm, the first raid tier was hard. Harder 
thanlexpected. There was zero margin for 
error. In teams of ten, single mistakes led to 
entire raid wipes. | pretty much gave up. 
Raiding became a chore. 

Inthe 4.1 and 4.2 patch, Blizzard have 
introducedanewraid tier to Cataclysm. With 
itcamea massive nerf of the old content. 

Suddenly, if you want to 


central heating, that’s possible. 

Myraiding friends are welcoming and 
forgiving. They explain the fights as we go. 
Within afew hours, we've cleared almost 
everything. Only the reanimated corpse of 
Onyxia, and her controller, Nefarion, son of 
Deathwing, remain. 

It'saclose fight. We take him down to 5% 
before we just wipe, as! miss a vital 


Some are there for the KARME (e casually rip through the 
hardcore progression. Others OUR REVIEW PCG 223, content, while laughing to 
justto punch dragons inthe 
facefora few hours. In 


your virtual mates about the 
inadequacy of dwarven 


BUY IT www.wow-europe.com 


MOREWww.mmo-champion.com “Sure."¢ 


" 
Pictured: no 


d * 


Tom Hatfield 


Now Playing: Fallout 3 
This month: Modded all the 
things. All of them. 

Also played: Revenge of the 
Titans, Total War: Shogun 2, 
World of Tanks 


7 hese sunglasses aren't dark enough.” 
T I'd found them ona mannequin ina 
rundown store. They gave me a bonus 

tomy luck, which wasnice. lalso figured 
they'd look pretty cool, but they just weren't 
darkenough. 

Only one thing for it then: save, close, find 
amodtochangethem. 

l've become addicted to 


mods. If eventhe tiniest, most 


MORE www.fallout3nexus.com 


interrupt. Sorry about that. 
Iglance at the clock. It’s 1.30pm. Crap. I’m 
back on the WoW. “One last try?” 


“eS “Itisn’t agame to me any more, it's 
~ -. something! build as I go along" 
i. REBUILDING FALLOUT 3 FROM THE GROUND UP 


] trivial thing about Fallout 3 bothers me, l'Il 


stop and install a mod to fixit. 

It started small, a combat mod (bit. ly/ 
aYWE3) anda few graphical tweaks: the 
textures (bit.ly/8Y5HB7), the faces (bit.ly/ 


1 apDCyl), the lighting (bit.ly/nkjjV). that was 


where it was supposed to end. But | didn't 
realise how much was out there, how many 
mods there were. | just couldn't stop. 

Secret underground house? There's a mod 
for that (bit.ly/ahlHNN). Awesome armour? 
There’sa mod for that (bit.ly/raULkt). Better 
energy weapon visuals? You'd better believe 
there's a mod for that (bit.ly/cyvW2S). 

Fallout 3isn't a game tome any more, it’s 
not something | play, it’s something | build as 
| go along. I've spent more time modding the 

game than |have playing it, 


mods, you see. lwant themall. nr vum and! wouldnt have it any 
Allthe mods, all the time. The OUR REVIEW PCG 194 other way. 
maximum legal amount of BUY ITSteam Andthesunglasses? You 


guessed it. (bit.|y/oyMYCT )$ 
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-| NOW PLAYING 


THE GAMES WE LOVE THE MOST, RIGHT NOW 


«m proud ruler of the drunkest clan in ancient Japan" 


ALL NINJAS, ALL THE TIME IN 
TOTAL WAR: SHOGUN 2 


Tom Senior 


Now Playing: Total War: Shogun 2 
This month: Drank sake. Sent an 
army of ninjas to their deaths. Drank ™ 
more sake. 

Also played: Battlefield: Bad 


Company 2 

xpensive, unreliable and hard to train, 
[= ninjas in Total War: Shogun 2are 

supposed to be a finely honed 
harassment tool. It is in no way a good idea 
to turn your entire empire into a factory 
designed to create as many of themas 
possible. Butthen again, as Sun Tzu might 
once havesaid, “goodideas are for chumps. 
Ninjas are awesome.” 

The problem lies in the recruitment 
process. To create and support ninjas, | have 
to build Sake Dens, and that means forgoing 
such minor conveniences as farmland and 
infrastructure. On the plus side, I’m the 
proud ruler of the most drunken clan in 


ancient Japan. one peasant ina bar somewhere becomes 
The great thing about so drunk that they turn into 

Sake Densis that they READ ME aninja. 

increasethe happiness of spec iul C They tower 200 feet tall on 

the province they're in, and BUYITSteam,£30 — thecampaign map, theleast 

the peasants pay so much MORE bit.ly/9m3Ec5 stealthy pawn you can 


F If there was someone there, 


this would look so cool. 


E 


- d "uU 
| You wait hours for a helicopter, | 
f then one comes at once. MER 
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for their booze that their ninja-crazed ruler 
actually makes a profit from them. My 
people are poor, starving and unclothed, 
and they’re loving every minute of it. And it's 
all worth it for that magical moment when 


n Bi: ad 
Forward, my drunken 
peasant ninjas! 


imagine. At level one, they're bumbling 
idiots, barely capable of performing the 
most basicassassination. Experience makes 
them stronger, and like to throw themin at 
the deep end. | charge them towards the 
most powerful general | can find and 
instruct themtotake his head. 

They have about a 1296 chance of success, 
butthat's fine. There'san entire army of 
drunken peasants at home waiting to take 
their place. # 


“Where the hell was the helicopter?” 


GETTING AWAY BY TH 
OPERATION ARROWHEAD 


Rich McCormick 


Now Playing: Arma 2: Operation = == 

Arrowhead i—y f 
This month: Went on a top- 
secret mission and, surprisingly, ... 
didn't die. i 


Also played: StarCraft II 
hesunwas fully up now, peeping over 
T the ridge we'd just climbed down. 
When myself, Owen, and friend-of-PC 
Gamer Martin Davies started this custom 
Arma 2 mission, it was still dark. 
The dawn light brought horrible focus to 
our surroundings. We were pinned down 
against the rough wall ofa 


E SKIN OF OUR | 


IHIN ARMA 2: 


magazine ineffectually at the silhouette of 
an enemy, and cycled sadly through my 
spent weapons. 

Then, the thud of a rotor. A speck in the sky 
materialised, growing larger and turning into 
achopper. We cheered together, over the 
internet. Itcircled for a pass, then landed on 
apatch of ground on the far side of the 
greatest concentration of enemy soldiers. 
We checked our ammo. Between us, we had 
ahandful of shells and agrenade. 

Not enough. 

We could only put our computerised 
heads down and sprint. Martin went first, 
involuntarily wailing "oh help!" every timea 
tracer round flew past him. Owen next, 

mumbling a ululating battle 


house and babbling over READ ME cry. Then me: stoic, manly, 
Ventrilo. Weweresupposed RELEASED June 2010 and definitely not screaming 
OURREVIEW PCG 216 € 


to wait fora helicopter — 
where the hell was it? | 
emptied the last of my pistol 


app/33930, § 
MORE arma2.com 


BUY IT store.steampowered.com/ 


"don'tkill me!” Amazingly, 
we madeit out. We're the 
best soldiers ever.? 


i> 


122 days 


Screenshot Saved 
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Caption caption cap 10 
caption captio 


When worlds collide. Quite a 
lot of them inthis case. 


E el 


slve tied à ridiculously strong 
rope between Mars and Venus" 


SENDING | 


EAPOTS ORBITING THE 


E SUN IN UNIVERSE SANDBOX 


Fe PSS IS OF 


Now Playing: Universe Sandbox 
This month: Watched galaxies 
collapse into each other, and 
reinstated Pluto as a planet 
Also played: Eufloria, 

Deus Ex: Human Revolution 


eo 


have exploded the Sun. | have exploded 

Venus, Mercury and Mars. | have exploded 
Saturn, and watchedits rings and moons 
spiral off into interstellar space. | have, 
perhaps inevitably, exploded Uranus. 

Universe Sandbox is more of a physics 
playground thana traditional ‘game’. You 
set up a series of planetary bodies, adjusting 
the mass, diameter and density to your 
liking, and then hit ‘Go’ and watch what 
happens. If you've got it right, they'll orbit 
each otherlike a colossal galactic 
spirograph. If you've got it wrong, they'll 
collide and explode, hurling chunks of debris 
atincredible speeds out intothe cold 
nothingness betweenstars. 

Much more fun than generating your own 
solar system, however,isscrewingaround 


| am become death, destroyer of worlds. | 


—J with already-existing ones. An enormous 
| rangeofscenarios come bakedin, and more 


areadded frequently by thesim’s active 
community offans. These scenarios 
encompass everything from comets, 
already-known exoplanets, and large-scale 


| galacticcollisions, right through to the Death 


Star orbiting Endor, and a space elevator 
betweenthe Earth and the Moon. 

It getsevenodder. Onesimulation puts a 
7.2kg bowling ball inspace, and has a series 
offootballs, tennis balls and dice orbiting 
arounditat distances of tens of centimetres. 
Itillustrates beautifully that gravity doesn't 
just apply to enormous planets - it has an 
effectoneverything inthe universe. 

It raises the question of why sims like this 
aren't being Used more inschools. Bringing 
teapots and footballs into play alongside 
colossal gas giants and asteroid belts could 
help kids visualise scenes that are difficult to 
conjure up in the imagination alone. 


I've given the Moon rings, and watched 
the Earth twist them into beautiful shapes. 
I've paused the orbit of Jupiter and watched 
it plunge into the Sun, then ricochet back 
out. I’ve tied a ridiculously strong rope 
between Mars and Venus, and seen one twirl 


“lve paused the orbit of 
Jupiter and watched it 
plunge into the Sun, 
then ricochet back out” 


the other into outer space like a ballerina. 
Ican’t quite put my finger on what | get out 
of this sim. On the one hand, there's 
something beautiful and calming about 
watching a570,000,000,000,000,000, 
000,000 ton rock glide gracefully through 
the darkness of space. Onthe other, Universe 
Sandbox lets me hurl dice onto the surface 
of Mercury, for future exoarchaeologists to 


Away fromthe puzzle over. 
educational aspects of READ ME Nowif you'll excuse me, | 
Universe Sandbox, l've been vepres Apr 2011 need to see what happens 
having the most fun just BUY ITstoresteampowered.com/ When you make Earth the 
mucking around with our app/72200/ £ size of a teapot, but with the 


own humble solar system. 


MüREuniversesandbox.com 


mass of the Sun. 
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BATTLEREPORT (occeceersseees 


And what we see here, Gary, 
4 are lots of explosions and shit. 


peso 


——————— 
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Air superiority over Anaheim 


COREAN 


PLAYERS INVADE TH 


D STATES STARCRAFT II 5C 


W | 


POW 


7 


ER OF TI 


he Major League Gaming Anaheim 
finalsattracted some of the world's 
best players. They included Lim 


E TERRAN AIR 


O 


Yo-Hwan, better known as SlayerS_BoxeR, 
StarCraft: Brood War's first superstar. But after 
mild success in StarCraft Il, he'd been ona slide. 


BoxeR's success at Anaheim 


READ ME marked the rebirth 
WHO? ofa gaming colossus. 
Slayer5 BoxeR Priorto MLG Anaheim, Park 
(Korea) vs > a 
Fnatic Rain Seo-Yong - Fnatic.Rain - was 
(Korea), Game 2 best known for his loss in the 
PENES GSL Season 3 finals. Shortly 
Winners Senaitinal before the US event, he left his 
bracket, Game 2 Korean team and joined the 
VOD LINK predominantly western team, 


bit.ly/aMMWum 


Fnatic. The players met inthe 
winners’ semi-finals of the 
tournament, both playing as 


Terran. Here’s that game's ridiculously epic 
story in full. 


Let battle commence 
00 0 BoxeR spawns inthe north of 
a Metalopolis, Rain inthe south. 

Both players choose to build their gas refineries 
before their barracks. It’s the first hint that both 
willtech up to higher tier units early. 

8 3] Both players startconstructioning 
" Us] Na. 2 latebuild would've 
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been anathema tothe Rain of the past. He was 
famous for amassing a large force of tier one 
units, collecting all his workers and hurling the 
resultant force against his opponents. His play 
wasseen as artless by viewers expecting 
finesse, and he took the message to heart. 
3 ] After the completion of their barracks, 

n Rain and BoxeR immediately throw 
down factories. Commentators Day[9] and 
djWHEAT assume both are intending to 
produce blue-flame Hellions — flame-spewing, 
super-fast buggies with an attack upgrade. 
BoxeR's Slayers team had seen great success 
witha similar build earlier in the tournament. 
5 4] Brief Hellion skirmishes break out at 

. the centre of the map. Neither player 
gains an advantage, but BoxeR uses the 
opportunity to place a starport. 
l Ü After pushing and prodding against 

r Rain's defensive line, BoxeR's able to 
slip through to his home command centre and 
the mass of mining SCVstoget agoodfew 
blasts off. By the time Rain makes it back to 
clear up, he’s down ten workers. 
10 0 Although he’s got asecond 

" command centre up, BoxeR's 

slipping on his macromanagement, missing 


TH 


NE AND DEMONSTRAIT 


cues to build SCVs. Rain is catching up on the 
economic damage he suffered earlier. 
ll 2 Terran games often depend onthe 
1 siege tank - aunit capable of 
diggingin and firing devastating volleys over 
long distance. To succeed with siege tanks, you 
need to see along way: usually with Vikings — 
the Terran’s winged fighter — as spotters. Right 


now, BoxeR has a reactor on his starport, 
letting him produce two Vikings at a time. He's 


going all infor air-superiority. 
] 8 0 After a few scuffles, the map'sbeen 

" splitintwo. To the north are BoxeR's 
four bases, to the south are Rain's three — with 
Boxer's line of sieged tanks separating the two. 
18 4 Rain uses a medivac dropship to 

" sneak four Hellions into BoxeR's 
base, trading their subsequent deaths for13 of 
BoxeR's SCVs. The crowd approves such cheek. 
2 ] Raininvests in Thors - giant bipedal 

: mech-suits —in an attempt to break 
BoxeR's tank line. He begins a small push, using 
the Thors to absorb BoxeR's tank shells, while 
his siege tanks shred their counterparts. 
23.4 


Both armies are at max supply, but 
Rain’s ground push has stalled. 


NEC tei = 


Porous T3 ^ SEMIFINAL 


Go the blue people and 
shapes! Loud noises! 


Rain wants to build Battlecruisers, so to clear 
some space, he’s sending superflous Helions to 
die. We're settling in for the long haul. 


Onthe other side of the map, BoxeR 
is banking minerals. He builds five 
morecommand centres with orbital upgrades. 
Orbitals allow MULEs, fast mining SCVs. 


BoxeR now has seven orbital 
commandsin his home base. 


Rainnowhasanarmy of 

Battlecruisers. He wadesin, firing 
offthecruiser's Yamato cannon to break the 
first waveoftanks. Yetas he makes a 
beachhead, he backs off. What's going on? 


Seeker missile! Rain fires the missile 
fromhis Raven into a clump of 
BoxeR's Vikings, but they're savvy to the attack 
and scoot out of range. Boxer's microis strong. 


Astalemate is emerging. Rain 
begins acampaign of non-violent 
protest, dropping weaponless MULEs on 
BoxeR’s tanks. The tanks fire atthe MULEs, but 
thesplash damagehits his ownunits. 


Ghost production has been started 
th players. Ghosts 


EX TRA LIFE 


Wait, who brought 


WIND SORRAL =e um i ‘the lightsabers? » ` 


in d USES 


‘Now yer talkin’. Rain 
= moves in for the kill. ~ 


areinfantry units that can drop nukes on 
spotted targets. Things are about to get hot. 


IB BoxeR spots a nuking Ghost, and 
responds witha seeker missile. The 
Ghost legs it. After a chase, the missile clatters 
harmlessly to the ground. 


30,30 We're nowina tense, twitchy 
standoff. BoxeR types™......”. Rain 
responds with “T.T”. BoxeR nukes one of Rain's 
tanks, only for Rain to dodge the blast. The 


nuke blowsupastatue of a wolf. 


BoxeR uses a ghost to snipe a 


4450 single SCV. Overkill. A bit. 


Rainand BoxeR both have over 
10,000 minerals in the bank. 


50.15 Agroup of Rain's spare SCVs avenge 
their murdered friend by 
surrounding a ghost and poking him to death. 
AllofBoxeR’s SCVs are now dead, 
meaning his economy is entirely 
MULE-based. This is unprecedented. 
5n BoxeR pushes with a fresh force of 
Thors. Their anti-air cannons pepper 


the sky around Rain's battlecruisers with flak. 


< down as a classic. ^ 
€ : 


nd a. 


That would b beT 
“GG, bitches" P 


Rain counters, using the battlecruiser's yamato 
cannon to knock out the expensive Thors. 


58.04 Rainfires raven missiles into 
BoxeR's Thors, causing massive 
splash damage. Hefollows up with point 
defense drones. The PDDs soak up damage, 
neutralising rocket volleys and Viking missiles. 


BoxeR retreats. 


Rain’s Ravens are buffeted by 
Thor shots, but not before they 


| get off their seeker missiles. BoxeR lets the 


missiles hit his Viking ball. Yamato cannons 
shred yet more. It’s clear Rain’s won the air war. 


| 
| Having helped wreck BoxeR's 
airforce, Rain's Thors continue 


| their push, waddling into BoxeR's base. 


| 111.48 BoxeR's on 11 supply, to Rain's 
100-plus. There’s no way to win 


| forthe Terran Emperor. 


1232 But Rain’s running dangerously 
lowonresources. Potentially, if 
BoxeR’s five Vikings destroy Rain's five, he 
could force a draw. 


11235 They don't. Hecan't. Rain takes 
thefirstgame.t 
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“It’s the whole of San Andreas, | — d 
in GTA IV. And l'm ona bike" e — ] 


Re-cycle San Andreas 


MOD GO FOR A BIKE RIDE AROUND GTA IV: SAN ANDREAS 


smod projects go, thereare few more 
A ambitious than this: recreating the entirety 

of GTA: San Andreas as a mod forGTA IV. It’s 
crazy. It’s one of those mods that you expect to get 
started but never produce anything. Except the 
teamhave already released their first beta. 

San Andreas's greatest feature was always the 
stateitself,a colossal map boasting three major 
cities, twelve small towns, mountains, 
deserts, rivers and its own versions of 
the Hoover Damand Area 51. GTA IV 
scaledits world down but created 
anengine that has slowly proved 
itself capable of incredible things. 
By combining the biggest GTA 
game and themost technically 
impressive, thisteamhasachieved ` 
something incredible. 


4 
Asabonus, the mod comes with a à i f 


built-in version of ICEnhancer (seethis 

month's How To, p180) which boosts the 
performance of GTA IV's Rage engine with shaders 
and lighting effects. This means that although the 
models and textures have not yet been updated 


TOMSAYS... 
“You know, 
| Ireally rather 
* enjoy chillin with 
;, my homies in 
da hood." 


already looks like a significant improvement on 
the original. Italso means that when the mod 
makers do make those improvements, the game 
will look truly amazing. 

With this being the first beta release there are 
no missions, no pedestrians and no Al drivers. 
However the mod does come witha version of the 
GTA4 Simple Trainer (bit.ly/7TCSbf), which lets you 

spawn pedestrians and cars by pressing F3. 
What has been included is the 
entirety of the San Andreas state (bar 
some interiors) — and allof it is 
unlocked from the start. Playing 
this modreminds you of the truly 
massive scope and ambition of 

GTA: San Andreas. 

For those who just wanted to 
look around and see the sights of the 
region, it’s the perfect playground. 

It might be unfinished, but at this early 


stage GTA IV San Andreasis still a massively 


impressive achievement, andit absolutely drips 


with potential. TH 


SKINS 
TANK TOPS 


BRIGHTEN UP YOUR WORLD OF 
TANKS WITH THESE SKINS 


Even the biggest tankhead can 

get a little bored with the default 
look of World of Tank’s vehicles. So 
here's a collection of the best and 
most ridiculous custom skins. 


Hitzone skins 
every edge, this skin set 
highlights the vulnerable 


areas on each tank so you can learn to 
place your shots accurately. bit.ly4mzmvfX 


GDI skins 

Re-skinning all tanks in 
the style of Command 
& Conquer's GDI faction, 


this selection has an appealingly gritty, 
beaten up and rusty look. bit.ly/o4U5LO 


RI Robot Rockstar's skins 
s g These share a certain style. 
§ From giant jaws to jokes 
= - painted on the side, they 


get crazier and more fun. bit.ly/nuwBgS 


My Little Pony skins 

Great for undermining the 
intimidation factor of high 
tier tanks. That Maus is far 


less threatening in pink. bit.ly/pa4G7f 


to ^ a origami new.engine, it 7: 11GB gtaivsa.com 
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EX TRA LIFE 


t L| 
€! Human Resolution Same polygon count, 
i He sharper suits. 


MOD AUGMENT YOUR GAME 
WITH DEUS EX: NEW VISION 


ith Human Revolution now out, many of 
W you will be wanting to revisit the original 

Deus Ex,andsome of you will even be 
tryingit forthe first time. If you're put off by the 
clunky, low res visuals of that first game, why not 
jazzthemup with this revamp? 

Deus Ex: New Vision replaces 75% of the textures 
with new, high resolution ones. The difference is 
striking. Tracer Tong’s lab glows with neon beauty, 
the Templar cathedral broods with gothic majesty 
and Hong Kong is a true cyberpunk playground. 

The models remain their blocky selves, but this 
mod goes along way towards making agreat old 
game look sharpand detailed. It’s astonishing how 
much ofa difference that extrasharpness makes. 

New Vision comes packaged with a custom Deus 
Ex launcher, which makes running the game much 
easier on modern PCs. You can find full 
instructions on using it at bit.ly/7/TKes. TH 


AEE 15680 bitly/aDysyi 


©) Drop into paradise vaca 


GET STUCK 


SOLVE THE SIMPLE BUT 
MAB TURN CRYSIS INTO HEAVEN WITH EORZEA SEES SIUE NASE 
The scene is from FLYING START ENLIGHTENMENT CASCADE OU've got to get to the exit on 
Final Fantasy XIV, When you start the It's also night, so The place is a the right, but there are dots 
but it's only glimpsed map, you're falling. So bring the console down terrace of spectacular life ES isst Watts 
in a cinematic trailer. add -devmode to the end again and type e time - waterfalls, so be sure to T y. WE y 
Ulysses182 has built the of your Crysis shortcut, of day 8.5 to let there be have Water, Volumetric vertically, the ‘up’ dots move up and 
entire place in Crysis, or your launch options in light. You can also type Effects, Shaders and the 'down' dots move down. So you 
andit's beautiful. No Steam. Hit - to get the r displayinfo Oto get rid of | Particles set to Very High. have to jiggle yourself up and down 
enemies, no objective, console, type ‘map FFXIV, | all the developer gumph Will it chug? Will it ever. to get themin the arrangement 
just staggering scenery. then hit F3 to float. on screen. That's better. Just enjoy the view. you want. The only problem is, it's 
FT: ZOMBI bit ly/Eorzea impossible. Seriously. Look, every 
“The only problem 
is, it’s impossible. 
There's absolutely no 
way I can... ohh" 


time | move, that thing moves 
so that it blocks that thing, so 
there's absolutely no way | can 
ever... ohh wait! | see it! 

This one, though, is impossible. 
This new dot type blinks in and out 
of existence, and I’m trapped in sync 
with it so — ohh wait! | see it! 

For real though, the one after 
that is impossible. TH 


| SIZE Web gamei bit.ly/Impasse 


It’s sort of like Go, 
but for masochists. 
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|} DOWNLOADS FREE GAMES STUFF FROM THE WEB 


WEBGAME 
BARKING 


ONLY THE TOP DOG WILL ESCAPE 
FROM PUPPY DEATH FACTORY 


dult Swim have built up 

an impressive collection of 
webgames, and Escape From Puppy 
Death Factory continues in this 
trend. Like their previous efforts, this 
one marries a silly concept - canine 
cosmonaut Laika returns to a post- 
apocalyptic Earth to free puppies 
- witha clever platforming device: 
the swap gun. 

The swap gun is a truly brilliant 

idea. Laika’s only weapon, it makes 


“Laika’s swap gun 
makes her instantly 
swap position with 
the object it hits" 


her instantly swap position with 
the object it hits. That by itself 
would be interesting, but the game 
constantly finds new twists on that 
simple formula. Firing the gun while 
in mid air, for example, will leave 
the object suspended as a floating 
platform. Firing it at the beginning 
of ajump will mean you continue 
moving upwards. 

It's a simple idea that opens up 
awhole range of possibilities, and 
that's what this game is all about. 
That and saving puppies. TH 


| SIZE Browser based bit.ly/nj5e41 


Nobody tell Laika that 
= she died in space. 


EAA Song of Mount & Blade 


DI DON'T MENTION THE WALL INA SONG OF ICE AND FIRE MOD 
| ike most geeks, everyone in the office is 


the game, the Starks, Lannisters, Martells, Tyrells 
and Baratheonsall having their owntrooptrees. 
Variouslords and hireable heroes around theland 
havealso been replaced with characters 
authenticto the books. 
Particularly impressive is the 
implementation ofthe Others. 
There’s a Wall to thefarnorth, and 
parties of others lurk behind it, but 
as thelong seasons shift into 
winter the Others spawnmore 
often and begin to move south. 
You'll need the original Mount & 
Blade to play this, although thereis a 
project to convertit over to Warband. 
Specifically you'll need version 0.903, available 
here (bit.ly/poOeRO). TE 


obsessed with George R R Martin's A Song of 

Ice and Fire. But with no official games yet, 
we're having to rely on mods to satisfy our 
Joffrey-slapping urges. 

Mount & Blade: A Song of Ice and 
Fire Modis the perfect way to 
explore the world of Westeros, 
rally to the banner of aking and 
fight off the Others. 

It’shard to talk about the story 
without spoiling things for the 
slowcoaches who haven't readall 
the books yet, but let’s just say that 
this mod takes place after the death of 
[REDACTED] and [REDACTED] and features the 
war between [REDACTED] and [REDACTED], 
although there are sadly no [REDACTED]. 

Five Westeros factions have been adaptedinto 


TIM SAYS... 
“Sadly there’s 
no option to 
> toplaya 

dwarf with +3 £ 
in cutting 
wit.” 


ME SOMBETT bit.ly/poUPyz 


{= Command 


This wizard's sacrifice = 
will be remembered. 


and conquer 


FREEWARE W/ATCH LOYAL MEN DE | 


Lemmings was a fantasy RPG? It gives you 

different classes of mento command, and 
lets you drop a series of instructions on the map to 
direct them. What follows isa series of clever 
puzzles where you must coordinate your minions 
toavoidtraps, fight monsters and flip switches. 

You get warriors, mages and rogues, while your 

commands include jump, direction changes, stop, 
stop one person, disarm trap (rogue only) heal 
(mage only) and levitate (mage only). It's a simple 
selection, but using them with several men at the 
same tinjeyapidlymakes for complex and 


T his gameis builtona simple premise: what if 
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IKE LEMMINGS IN QUESTLING | 


interesting puzzles. Later on they can become 
quite challenging, and men must often be 
sacrificed sothat others may live. 

Questling was created fora previous Ludum 
Dare competition (seenext page), eventhough it 
fits this year’s ‘Escape’ theme just as well. It’s an 
impressive piece of work for something made in 
48 hours (although there was a patched version 
released after the deadline), and we'll be 
interested to see what Flyboy comes up with 
when he has more time to work with. TH 


YE 44MB[ITT bit.ly/IGuPye 


Lemmings never had 
to deal with orcs. 


Perfect escapism 


FREEWARE GREAT ESCAPE 
GAMES MADE IN JUST 48 HOURS 


F very few months, indie developers and 


absolute beginners take a weekend out to 

meet and make games from scratch, all on 
thesametheme. The competition is called Ludum 
Dare, and this time the theme was ‘Escape’. 

It could have been boring - what indie game isn't 
about escape? Instead the coders brilliantly 
reinterpreted the idea, used ridiculous wordplays, 
and made wildly tenuous attempts to shoehornin 
the game they really wanted to make. One game 
is called Escausage. You play a sausage. 

Even Minecraft creator Notch's entry, although 
excellent (bit.ly/LudumChamber ) isn't among the 
mostinteresting ideas. 

We've sifted through a bunch ofthe most 
ingenious entries, played them to see if they 
actually work, and selected the best three. TF 


Escape Cod 

You're a ball bearing, inside a cod. You've got to 
escape byrolling and hopping around. The troubleis, 
that cod waseaten by another, larger fish. You've got 
towork your way out of eachsuccessive fish before 
they'reswallowed by other, larger ones. 


: Browserbased[TIT! bit.ly/EscapeCod 


Under a Watchful Eye 

OhGod, this is terrifying. You're trapped under a giant 
scary eye thing that wantsyou tostay near asit drifts 
around. Forever. There’s an exit just over there, but if 
you leave the eye's aura fora moment, it becomes 
furious and fires a laser at you. If you hidefromit,it rises 
ever higherinto the sky until it can see you. 


Browser based[ITT! bit.ly/LudumEye 


Ld 
, j 


AWOL 

You get out of jail, and into a tank. Backstory complete. 
Nowyou run down enemy soldiers, shoot down enemy 
planes, andram enemy tanks on your way to the exit. 
Tapthespacebar, and yourtankturnsinto a plane. It's 
gorgeous, fluidand awesorne fun. 


Si MMM bit.ly/LudumAWOL 


MA en A 


EX TRA LIFE 


WEBGAME 
PIXEL PERFECT 


TINYHACK AND SLASH YOUR WAY 
TO FORTUNE 


his isa game so minimalist it’s 

almost an artistic statement. 
It reduces the dungeon crawl to it’s 
barest essentials, and then reduces 
them even further. 

Tinyhack takes place in a 9x9 
pixel window. You are a white 
square, terrain is green or blue, 
dungeon entrances are a single red 
square, monsters are brown and 
purple squares, loot is gold, items 
are cyan. That's it. 


"You are a white 
Square, monsters 
are brown and 
purple squares" 


The only controls are up, down, 
left and right (and space, once you 
get magic). To attack a monster, 
pick up loot or enter a dungeon, 
you simply move into the relevant 
square. It's absurdly simple, but 
there's a whole game inside it, 
complete with hidden areas and 
special items to find. 

For an extra treat, refresh the 
page a few times to enjoy the 
procedurally generated back-of- 
the-1978 box. TH 


Web based bit.ly/klwHgi 


Whoa! Tricky situation. 


A HEAD-BREAKING DEMONSTRATION OF NON-EUCLIDIAN LEVEL DESIGN IN PORTAL 2 


It turns out 

Portal 2's version 
of the Source engine 
can do far more than 
the game lets on. 
Using custom 'zone 


Don't stair 


portals’, Tony Myre has U-bend Space dilation Oh flip 
created some Escher- Twoentrancestoa WHAT THESTUFF.Nowa Nice room. Thestairs on HOLY TOPOLOGY. Thisis 
like effects that defy corridor, nice and close thing that was previously thewallareadaring exactly what didn't 


normal space. We 


fan-made levels. TF 
bit.ly/GTFOEuclid 


together. l'msurenothing 
i A mind-blowingwillhappenifl ^ canonly pray this never 
predict some amazing — iit walkintotheleft 
entrance andheadtowards 
that boxin the corner. 


closeis super faraway! We 


happenstoourlovedones, 
Logitech mice, alcoholic 
beveragesorlegs. 


touch. Aslongasthatwall 
doesn't magically become 
thefloorwhenlwalkontoit,| ^orgardenstairs, the worst 
amcompletelyfinewiththis kind ofstairs! lm going to 
decor choice. 


want to happen! Now these 
stairs work just like common 


bed. DAMN YOU PORTALS. 
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WHAT'S NEW IN THE BIGGEST GAMES 


TANK RUSH 


[OM H 


ADS THE ASSAULI IN WORLD OF TANKS 


orldof Tanks began as a huge 
W: gamble, an ambitious game with an 
eyecatching name anda unique 
premise. Wargaming.net, developers known 
mostlyfortraditional strategy games, would 
createa free-to-play deathmatch shooter with 
persistent unlocks. Oh, and you'd be ina tank. 
There are 15 tanks on each side, and you can 
win by capturing the enemy control point or 
destroying their whole team. You steer your 
tank with FPS controls, but a 
complicated series of RPG 


| armouredturrets. The result is that, although 
theyhavetheir advocates, US tanks are 
generally perceived as neither as strong nor as 
easytouse as their competitors. Hopefully 
Wargaming.net’s attempts torebalance the 
techtrees will give them a deserved leg up. 

The big problemwith the US tech tree is that 

so much of it goes through the General Lee, 
whichis hands-down the worst tank inthe 
game. It’s built with two guns, one static and 
one ona turret, but you only control the one 
that can’tswivel. Controlling it is a lot like 


chokepoints. Players currently congregate 
around these locations, where heavy tanks can 
play a good defensive game. A medium tank 
willing to take arisk, however, can run across 
open groundand catch them all by surprise, 
attacking their vulnerable rear armour. It's a lot 
of fun, but I suspect players will learn to defend 
against that kind of approach in future. 
Redshire is a vast expanse of patchwork 
fields littered with different approaches and 
terrain. It’s initially confusing, and | wasn't really 
sure how to approachit - most positions are 


READ ME mechanics define the driving a tank destroyer, but without the vulnerable to the concealed fire of those who 
FIRSTREVIEWED capabilities of each vehicle. It’s oversized gun to go withit. Driving a Leeisa know the map better. In the end ljust jumped in 
PCG 227, 85% simple, it's different and it's in . afasttankandtook along looping route along 

War "uem superbfun. | jumped ina fast tank the sides to sneak up behind the enemy 
spite Most of the additions since and took a lon g looping artillery, which is always tremendous fun. 
In-house launch have been to expand k Not all changes have been for the better. The 
REQUIRES eachof the three nation's tech route tosnea up most recent overhaul replaced the voices for 
2.2GHzCPU,26B ^ — trees.Eachhastentiersof behind the enemy the tank crews, to near unanimous disapproval 
RAM, GeForce f i P pe 
6800GT/ATI X800 tanks, artilleryand tank artiller whi ch is from players. While the voice-acting in World of 
LINK destroyers, each with its own y, e Tanks hasneverbeen impressive, the new 
bit.ly/axOnS7 set of upgrades, andthe i always fun voices were comically bad. Community 


COMMUNITY 


/ available tanks are constantly 
bit.ly/kugXVw 


feedback against them was so negative that 


added toand rebalanced. dreadful experience, and desperately in need the developers quickly rolled them back to their 
Althoughthe Englishversion | ofabuffina future patch. pre-patchversions. 
of World of Tanks was only Thenewest addition is the introduction of 


Bolted on 

Oneproblems has always been that, despite 
thename, World of Tanks had very little inthe 
way of MMO leanings. Battles neverhad 
consequences, groupsizes were small, there 


released in April, the game began beta-testing 
in Russia a year ago. At the time it had around 
60 vehicles, Russian and German only, and 
seven maps. Now that total stands at 20 maps, 
and over 150 tanks spread across Russian, 


Americantank destroyers, finally bringing the 
US up to speed with the other two powers. The 
newvehicles are as eclectic as their 
predecessors; the M10 Wolverine and M36 
Slugger in particular are the only tank 


German and US factions. destroyers inthe game to have turrets, which was no way to set up a proper guild or clan. 
.. combined with their high speed makes them Recently, though, we've seen an attempt to 
Tanksgiving play very differently to their Naziand Soviet rectifythis with the introduction of theClan 


US tanks have been slowly added since the first 
Russian release, and have had alittle trouble 
settling in. While German accuracy and Soviet 
firepower is easy to point to, US tanks have an 
unusual mix of minor strengths, such as good 
radio range andfast-spinning, heavily 


THE M10 WOLVERINE Meet the new US tank destroyer 


Do the twist 
One of only two Tank 
Destroyers with a 
turret, the Wolverine 
can hit moving targets 
far better than most. 


counterparts. The jury is out as to whether 
they're that good, but their high risk, high 
reward approach is an exhilarating experience. 
New mapsalso appeared inthe latest 
update. I’m a big fan of Arctic Region: astriking 
snowbound map with two strong strategic 


Wars system. 

Clan Wars isn't just a guild system, it's also a 
completely different kind of game. 
Commanders of clans are presented with a 
Total War-style turn-based strategic map in 
which they can fight over areas of territory. The 
battles triggered by their expansion are then 
fought as regular World of Tanks battles by the 
opposing clan members. 

The really interesting part, though, is that 
control of territory can generate gold — World of 
Tanks’ microtransaction currency. This 
potentially allows high level players to pay their 
own way by playing. 

The downside of Clan Wars it that it's very 
much targeted at high level players, with only 
the best tanks able to make much difference 
onthe clan battlefield. Newer players are thus 
left with the same grouping options they had 
at launch. 

World of Tanks isn't about to slow down. 
Wargaming.net have updates planned far into 
the distant future. Once the three current 
factions are properly balanced, they plan to 
add French and British tanks, along with new 
maps and possibly even new game modes. In 
the future, it seems, World of Tanks willlive up 
toitsname.? 


Feel the breeze 
Open topped vehicles take extra 

damage from high explosives. If you 
get hit by artillery, you're finished. 


Boomstick 
A tank destroyer is 

all about getting a 
strong gun into a good 
position. Do it right and 
you can tear through 
enemy armour. 


Make tracks 
The MIO candoa 
highly respectable 
48km per hour - best 
used to leg it when 
things get tough. 


Paper thin 
It might be fast and have a turret, 
but the Wolverine does not have 

the armour of a front line tank. 
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"Sure it's a bit ofa fixer 
upper, but look at the view!” 
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P Flanked artillery 


High explosive rounds 
make for flaming death. ~ 


Tanks aren’t stopped by walls, ^ | Wrecked tanks stay on the = 
^ or even small houses. ‘Și battlefield as cover and scenery. $ 
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UPDATE WHAT'S NEW IN THE BIGGEST GAMES 


BATTLEFIELD: 
BAD COMPANY 2 
FIRST REVIEWED 
PCG 212, 81% 


PUBLISHER 
EA 


DEVELOPER 

DICE 

REQUIRES 

2GHz Processor, 2GB 
RAM, GeForce 7800 
LINK 
www.battlefield.com 


COMMUNITY 
www.bf3blog.com 


the campaign. One evening, two games, 
and l'm in a mood toshoot menin the 
face. Steam opens. The mouse hovers over 
Battlefield: Bad Company 2 then Call of Duty: 
Black Ops. What dol really want to play? 
It'satough, tough call. Battlefield: Bad 
Company 2 hasthe scale and ambition, the 


destruction and the smoke. 
Black Ops hasthe exploding fire 
and fury; a compelling and 
lethal parade of rapid death 
and unfolding unlocks. A year 
in, who is winning? 

Let's start with Call of Duty. 
At review, we gaveita bit ofa 
shoeing, mainly because the 
singleplayer campaign felt like 
aknackered old warhorse. 
Online it’s significantly more 
fun, albeit with caveats. 

The levels are exceptionally 
tight and death comes fast. 
Call of Duty’s level design and 
balance is less than perfect — 


there’s nothing here to match the quality of 


maps foundin Modern Warfare. In fact, some of 
them are just awful. Jungle, a Vietnamera map 
set within a river valley, is ugly as sin, the engine 
powering the game barely capable of 
visualising deep foliage. Villa, a banana 
republic dictator's mansion, gets plenty of play 
onthe competitive scene, but find it horrific 

to playin - too many 90° corners for players 
tosneak behind, too many wide open spaces. 
Spend some time on YouTube and you'll 
discover glitches and exploits: grenade 

throws that can wipe out ateam from the 
moment they spawn, or open fields of view 
that allow snipers to kill their targets ina 
fewseconds. 
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TRIGGER HAPPY 


EAR ON, TIM EDWARDS WONDERS WHO'S WINNING THE WAR B 
BLACK OPS AND BATTLEFIELD: BAD COMPANY 2? 


T he decisionis still hard, nearly a yearinto 


Worst of all: Nuketown. Nuketown just has 
to be stopped. Nuketownis meant for, max, 
four players. But server admins seem happy 
to pile 10, 20, sometimes 30 players into such 
atiny place. Theinstant matchmaking scripts 
arent intelligent enough tosee that such 
confined spaces areareally fucking bad idea. 
Good work server admins. Stop being dumb. 

Some server admins understand, but they 
can't helpCall Of Duty's inept balancing. Play 
aranked matchand you'll more than likely be 
matched to a clan server with anendless range 
of house-rules. No second-chance perk. No 


"A battle in Black Ops is 
decided in milliseconds, 
with players falling over, 
their viewpoints 
splattered in jam" 


grenade launcher. Semtex not allowed. No 
commando perk. The server isn't able to parse 
theserequests to the matchmaking, so most 
likely you'll be left to figure them out on your 
own. Most players don't. Hence the often bad- 
temperedexchanges online. Best ignore the 
chat channels if you're playing on pubs. 

Rants out of the way, still believe it's a great 
game. You just have to finda good server. 

A battle in Black Ops is decided in 
milliseconds, with players falling over, their 
viewpoints splattered in jam, before they have 
amoment to react. Winners win harder, too, 
theirsuccess rewarded with killstreaks. If you're 
ahead, you get further ahead. This shouldn't 
work. There are plenty on the PC Gamer team 
who vesworn off thekillstreak system for life. 

Butit’s hella entertaining if you're ahead. 
Once you get the rhythm; once you understand 
thatif you put your head out in the wrong place 


Call era Battlefield | 
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EN CALL OF DUTY: 


| youaregoing todie. That's when you start to 


rack up the killstreaks. First come the UAVs, 
spotting where the enemy are for you. Then 
the helicopters, air-strikes and remote control 
buggies. They are pure player power, rightin 
yourhand. And they feel great to inflict on 
other players. 

That's what Call of Duty seems to 
understand; that ina multiplayer game you 
gather your enjoyment frominflicting death. 
The kill registration sound - that “thlip, thlip, 
thlip" -feels vicious. The XP earned from each 
kill feels miraculous, addictive. Levelling up 
comes with adizzying punch to the gut. 

Credit is deserved, too, for Black Op’s loadout 
and customisation. Buying your favourite 
weapon with in-game cash is a smart way for 
players to dig into the customisation 
immediately. The available perks are varied 
and fun. Modern Warfare's first iteration of this 
system was so influential RPGs and strategy 
games took notice. Treyarch’s interpretation, 
allowing you to pick what you want to unlock 
first, is even better. 

Finally, the shooting. It's just good. Guns feel 
powerful, noisy and violent. Framerates are 
fluid and smooth, and every bullet feels like it 
lands where it should. Deaths might feel 
undeserved, especially at the hands of a 
killstreak, but they never feel unfair. 

The endresult is you're compelled to play, 
warts andall. Kills feel right and you're 
rewarded for them. Even if it’s let down by the 
level design and server admins, Black Ops isa 
spectacularly good online shooter. 


Sobadit’s good 

Bad Company 2, then. It’s spectacular, one of 
the best looking games on the PC. It surprises 
you with ridonculous situations and even more 
ridonculous solutions. It is an explosive 
playground, where the child's sandpit is littered 
with tanks, helicopters and C4. 

Online, it’s a directed experience. Battles 
have objectives; points to capture, MCOM 
stations to explode. That means there’s amore 
natural flow to where and how players meet 
anda different discipline for level designers to 
master. They're open spaces, designed for 
tanks to drive around and UAVs to spot frorn. 

Thoseopen spacesare liberating — they 
make sniper-rifles make sense, meaning 
spotting andreconare essential. The squad 
control makes improvised team-play both 
natural and essential. Every player canhelp the 
other; snipers by spotting targets, assaults by 
leaving ammo, engineers repairing equipment 
andthe medics dropping medkits. Bad 
Company creates order from within the chaos. 
Order creates teamwork. Teamwork creates 
planning. Planning creates very special fun. 
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Bad Company 2 rewards 
playing in squads. 
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WHAT'S NEW IN THE BIGGEST GAMES 


Ugh. It’s Nuketown. D te A [ Uh oh. Out of 
Alt-F4. Pg , ammo. Balls. 


Killed By 


xx Jason m = 


k E ; i ! "P i nep 
^ 4255. a z lm covered in jam. 
Assist y DT That means death. 
Assisted in a kill 1 vg 


v, 


Death is swift in! 
Call of Duty: Black Ops 


Black Oops: The " : i 7 | Relentless death. 
Special Blooper Edition. ] ! F That’s good, right? 


Kill 
Maana + 


Ñ Levelling up in Black Opsis? 
seriously fun. 
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Bad Company 2 has two breakout maps that I'd 
happily play every day, forever. Heavy Metal is 
arolling valley, bookended with giant wind- 
turbines. It’s ahaven for snipers, tanks and 
helicopters — any infantry are dead men 
walking. But | loveit all the same. Harvest Day 
is a flatter version of the same game mode - 
but with small villages to take cover in. 

It's undeniably spectacular. But! always 
come away feeling that something's missing, 
that Bad Company 2isn't quite right. 

Battlefield throws chaos and carnageat you, 
butthat's chaos and carnagecentred on what's 
happening onthe battlefield. It doesn't expend 
the same effort on rewarding you for your 
actions. The shooting, for one, never feels 
completely impactful. | never feel like I've really 
hurt someone, they never ragdoll in quite the 
right way. The gun noises, somehow, don't 
sound quite right. Bad Company 2is a 
distinctively noisy game, butits weapon audio 
is oddly anaemic. Guns don't feel powerful. 
They feel like they just doa job. Hits are 
registered with four tiny, white marks on the 
screen, but no audio cue. 


Diluted thrill 
More: the XP reward doesn’t pop out ina 
compelling enough way - the reward for a 
full level up is just a flat “Well done”. The 
level-up pop upis almost apologetic. And, 
annoyingly, there are four separate XP 
curves, one per class. Any benefits to 
levelling up are spread between the four 
classes, diluting the thrill of progress. 
There’s no customising of what your player 
character can do, no perks. You can choose 
what your character carries, but can't 
customise how powerful he is beyond 
what he carries. 
Yes, Bad Company 2 is a good game. 
But | don't think it's a truly great game. 
Both Call of Duty and Bad Company's success 


wasnt just because they looked, sounded and 
felt like the wars on television. It was that you 
could pretend to shoot men in places that 
looked a bit like the six o'clock news. If that 
sounds distasteful, don’t worry. PC gamingis 
built on this; we've been doing it since the 
Counter-Strike beta. In many ways, Call of Duty's 
multiplayer is Counter-Strike Plus: plus XP, plus 
technology, plus persistent perks and 
killstreaks. 

Where Counter-Strike excelled wasin vicious 
weaponry and phenomenallevel design. 
Idoubt that gaming will eversee as perfect 
a place as de_dust2. Certainly, neither Bad 
Company nor Black Ops have presented us 
with anywhere as perfectly produced. And 
that’s frustrating. 


“Call of Duty’s multiplayer 
is Counter-Strike Plus: 
plus XP, plus technology, 
plus persistent perks 
and killstreaks” 


Somewhere between both isa truly 
outstanding game. Modern Warfare's genius 
was in creating a compulsion loop that marries 
player reward with the violence of modern 
combat. There’s no denying that this formula 
canbe spectacular. But the two biggest games 
inthe genre have significant shortcomings. 
What's frustrating for any PC gamer is that 
they're fixable. Call of Duty's level design issues 
are easily quashed. Treyarchand the carousel 
of developers who've been lassoed into 
creating a new Call of Duty every year need to 
suck it up and run real beta programs. One 
where the levels can be tested to destruction 
by players, for exploits, spawn camping spots 
and balance issues. Treyarch need to examine 
their matchmaking scripts and re-think 
whether custom servers should be included in 


TA Y 


Total: £90 


‘ez WorldMaas 


= Annihilation Map Pack £12 
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Total: £45 


EX TRA LIFE 


their quickmatch modes. Their publishers 
should realise that their DLC strategy — to sell 
new multiplayer map packs for £11.49 — isn't 
going to work if the levels the game is released 
with just aren't good enough. 

Battlefield developers DICE also have ground 
to make up. For all of Battlefiela’s bluster, 
itsactual shooting canbe improved 
immeasurably. Guns need to be louder and 
players need to be rewarded every time they 
register a hit. Their unlockand upgrade system 
needsa rethink: why do playersneed to split 
their progress over four player- 
classes and why are the choices 


for player power and ability READ ME 
limited only to the weapons CALLOFDUTY: 
they carry? BLACKOPS 

FIRST REVIEWED 


Asa willing supplicant to the 
inevitable pull of a perfectly 


: E PUBLISHER 
defined compulsion loop, | want Activision 
to feel like I’m always earning, DEVELOPER 
always being rewarded. When Treyarch 
Ilevelina Battlefield game, REQUIRES 


|wantit to feel like I’ve been 
punchedin the ear, or dinged LINK 
like WoW. If kill aman,| want 
to be rewarded with something 
more than measly white marks 
onmy cross-hairs. Every time 
something explodes, my first reaction should 
be “Awesome!” My second reaction shouldbe 
“What did | just get for that?" Hard challenges, 
but solving them would be good for gamers. 

Call of Duty's compulsion loops came from 
Infinity Ward's innovation at the release of the 
original Modern Warfare. Butthe Call of Duty 
series has been coasting on those same 
compulsion loops for years. They've been 
shoehorned into World at War, Modern Warfare 
2andBlackOps, and now Modern Warfare 3. 

If the Battlefield team can catch up, both 
Activision and EA will be forced to out-innovate 
each other. That means PC gamers get to be 
spoiled by two massive corporations throwing 
money at making more technically advanced, 
more interesting, more exciting multiplayer 
shooters. That means the games we play in 
2013 should be significantly different, and 
better, than the games we play in 2011. 

Butthat'sthe future. This year, we have 
Battlefield 3 slugging it out with Modern 
Warfare 3 for gamer's time. Battlefield 3 lands 
in October, Call Of Duty in December. Battlefield 
3is the technically superior game, the better 
looking game and, whisper it, the more 
anticipated game. l'm not yet sure that it's 
astickiergame. 

Ihoveroverthetwo icons. Call of Duty or 
Battlefield? | flick between the two. How do 
|want tospend the rest of the evening? 

Let's go for Batt.. No. Black Ops. l'm pretty 
close to my Prestige now. Let's go for it. 

Double-click. Load. Ranked match. 

The loading-screen appears. 
It's Nuketown. FFFFFFUUUUUUUUU...# 
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PCG 222, 64% 


2GHz Processor, 26B 
RAM, Nvidia 8600 GT 


www.callofduty.com 


www.cadred.org 


HOW T0... HAVE MORE FUN WITH YOUR FAVOURITE GAMES - 


Make GTA IV look as good as i 
always should have 


DUNCAN HARRIS INJECTS GTA IV'S GRAPHICS ENGINE WITH NITROUS OXI 
W ho'dhavethoughtthatone | hunkof mod. Forget Hot Coffee, this is 


pm Moderate 
Twohours 


m 


iCEnhancer1.2.5 - the ENB 
series mod for GTA IV 


DE 


overhauled time-of-day cycle, screen 
space ambient occlusion, vastly 


of the Worst Console Ports Hot Champagne with a battered 
Ever had such a beautiful 


bit.ly/icenhancerl25 sausage. Mmm. improved reflections and shadows, 
HiVitg3'siCEnhancer contig: butterfly trapped inside? — Itallstarted with Boris Vorontsov's and support for such bleeding edge 
bit.ly/hivitg3cfg) Behind the texture-scorching tan famous ENB wrapper for GTA: San imagesmoothing technologies as 
SteamGTA IV downgrading colour wash and sawtooth jaggies of Andreas, with its small array of Nvidia's FXAA. 

guide, becausenew doesn't GTAIVismorethanjust a game dramatic post-processing effects. Fast Time was when the GTA IV ENB 

always meanbetter worthy of being on PC; it'sa game forwardtotoday'siCEnhancer version modsricocheted between several 
bit.ly/modGTAsteam 


DKT7O's Road Texture Mod: an 
HDoverhaulfor asphalt 
bit.ly/GTAroads 


Buy it, old school 
Like Steam? You won't likethis. Patch 
10.40 (bit. y/GTAIO40) isn't the most 

recent for GTA IV, but it was thelast before Rockstar 
added a bunchof performance-enhancing new 
shaders which wrought havoc with the ENB mod. The 
best way of running GTA IV 1.0.4.0 is to buy a boxed 
copyandrunthe aforementionedupdate. Otherwise, 
trytheseinstructions fordowngrading the Steam 
version: bit. ly/modGTAsteam. 


worthy of being GTA V.No 

exaggeration. Not even Oblivion or 
Morrowind enjoy such a concert of 
improvements through sucha tiny 


iCEnhancer 1.25 - ENB Graphic Mod .. 
by icolaglace 


Use the right base mad 

It’s aquestion of tasteand performance. 

For the complete YouTube-is-melting 
experience, you'll want the heavy customisations of 
theiCEnhancer version of ENB (bit.ly/icenhancerl25). 
Forsomething suited to more modest hardware, 
maybetry the vanilla ENB (bit.ly/GTAENBvanilla). 
Then there’s the RealitylV Timecycle Mod, which just 
tweaks the day-night cycle (bit.ly/realitylVgta). For 
this guide, we'll assume you've chosen iCEnhancer. 


aa LONALOAD NUR, L2-bykElaGüce — 


of ENBforGTA IV andthe effect is like 
layinga whole new graphics engineon 
topoftheold one. Myriad bloom and 
eye adaptation effects join an 


weird and wonderful looks depending 
onyour combo of weather andtime of 
day.Now were talking round-the-clock 
photorealism. Here's howit's done.? 


> iCEnhancerl25 » Normal version for 1040 patch » pc » data 
hen —— —— — —— — ] 


- Share with v Burn New folder 

Name s Date modified 
| cdimages 13/07/2011 00: 
b map: 13/07/2011 00: 
(S, mecyc.dat 13/07/2011 19: 
2 timecyclernodifiers.dat 13/05/2011 21: 
(S) timecyclemodifiers2.dat 06/01/2011 21: 
i8) timecyclemodifiers3.dat 26/09/2010 20: 
i$) timecyclemodifiersA. dat 26/09/2010 20: 


Prepare for iCEnhancer 


iCEnhanceris a big boy now: 102MB at the 

time of writing. In the archive you'll find a 
very helpful readme, a pared-down version for post- 
1.0.4.0 GTAs, theideal 1.0.4.0 version, and some 
standby files in case the mod doesn't work. What you 
won't findis an uninstaller. So if you don't gothrough 
the folder noting and backing up every file to be 
replaced, you're going down a one-way street. Last 
time | did that | ended upin Luton. Capiche? 
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Install iCEnhancer 

Thereisnoproper installerforiCEnhancer, 

just folders and files. We wantthe absolute 
best from our GTA IV, so we're going to be using the 
1.0.4.0 folder andits contents. Just copy and pasteit 
inits entirety from the iCEnhancer archive andletit 
overwrite when necessary. It's also vital to drop the 
files from the ‘If it doesn’t work’ folder into your GTA IV 
root — evenif it does work. Failure to do so isthe most 
pen cause of ec over-brightness. 


NOP KERR BESS 


soon 


su 
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&J ScriptHook.dll 

E] ScriptHook.log 

a ScriptHookDotNet.asi 

E ScriptHookDotNet.log 

5 ScriptHookDotNet.readme.i 
L-] ScriptHook-LICENSE.bxt 


Be 'script mod-ready' 

This is an optional step, but strongly 

recommended for both testing 
iCEnhancer and making GTA IV a dozen times more 
fun. Thescript mod we're interested inis Simple 
Trainer 6.3 (bit.ly/GTAsimple trainer). We need a 


'Scripthook dll to runit, and finding one that works 


involves trial and error. Try copying this one (bit.ly/ 
GTAscripthook) into yourGTA IV root folder. If you get 
crashes, searchwww.gta4-mods.com for more. 


3 Not-so-Simple Trainer 


Simple Trainer is actually about the most 

extensive trainer you'll ever see. Of 
particular benefit to us is the granular control it 
offers over GTA IV'snight/day cycle and weather 
types. It’s amuch better way to test these mods 
thanjust waiting for the sun to set. You cando pretty 
muchanything else with it, too, from spawning 
dustbins to teleportation. Dropit in your GTA IV root 
folder and you can summonit by pressing F3. 
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Configure iCEnhancer 

AILENB series mods require a certain degree 

of basiccustomisation for majoroptions like 
anti-aliasing, screen space ambient occlusionand the 
myriad other post-processing effects. Inthe case of 
iCEnhancer, you edit two files in your GTA /V root folder: 
iceconfig.iniand option.txt. The latter is helpfully 
commented, and controls texture sharpening and 
FXAA features (forthe latest Nvidia cards).iceconfig.ini 
isn't, but the best settings are enabled by default. 


Roads? 


You know what Emmet Brown would say. 

"Roads? Where we're going, we don't need 
roads.” You might, though, if you find that the only 
flaw in Rockstar'sincredible texturing is the resolution 
of thecity’s tarmac. This is very subjective and the 
roadsaren't that bad under any circumstances. | don't 
recommend any other texture mods as the game just 
doesn't need them, butif the roads are a bugbear, try 
DKT7O'sRoad Texture Mod (bit.ly/GTAroads). 


Smooth criminal? 

For anti-aliasing, the FXAA (Nvidia) switch 

is found iniCEnhancer's option.txt file and 
should be enabled by default, while MLAA (ATI) must 
be enabledin your driver control panel. Failing those, 
your only option is ENB's system-crushing method. 
Set ‘ForceAntialiasing’ to ‘true’ in iceconfig.ini, enter 
your desired resolution in the ‘Display Width’ and 
'DisplayHeight fields. If it murders your performance, 
try lowering the in-game graphics options. 


H1Vitg3 Final iCEnhancer 1.2.5 Modifed Se 


by HIVItg3 


Pest, CREDITS TO CE La Glace! 

Were are my FINAL CErhancer 1.2.5 Modfed 
Setungs. 

They Nave had over 1500 downloads on Medarve 
30 I thought [d share on here too, 

THIS IS MY FINAL UPDATE UNTIL 1.3 


READ THE (1 READMEN n tet FILE FOR TEXTURES 
1 USE AND DOWNLOAD LINKS! 

IW THIS MOD REQUIRES (Enhancer 1.2.8 TO BE 
INSTALLED AND YOUR GAME MUST BE MODOABLE 
(xivess xve it 

It’s a bey download, so 1 saved you the bandwidth ; 
) 


You Can "LIKE" my Facebook ste for updates, heb, 
screenshots, and videos! 
hit: Pwovw facehnok rani hi Viet 


Tone it down 

iCEnhancer 1.3 is currently in the works, one 

of the proposed updates being a brightness 
fix. fyoucan’twait, or would simply like to try a 
popularvariant on1.2.5's settings, user HIVItg3 has 
one for you (bit.ly/hivitg3cfg).|recommendit, asit’s 
probably inline with what 1.3 hasin store. Don't forget 
toturn the brightness down and contrast upin the 
game's own settings, either. HIVItg3's readme also 
has some useful texture pack recommendations. 


Al Pacino 

“Say hullo to ma lil model-swapped new 

head!” Doesn't quite work, doesit? The 
model swap (bit.ly/cockaroachus) does, though. This 
is from HIVItg3 again, who's on aroll with his Batman 
(bit.ly/GTAbatman), Predator (bit.ly/gettodachoppa), 
Superman (bit.ly/GTAsupes) and Spider-Man (bit.ly/ 
GTAspidey) mods. You'll needto use SparklV (bit.ly/ 
GTAsparklV) toinjecttheseinto the game's archives, 
instructions for which are included with the mods. 


Don't like it? 

Simply byinstalling iCEnhancer you'llhave 

overwritten several key GTA IV files, making 
asimpleon/off switch impossible. That said, the ENB 
series wrapper itself can be toggledin-game by just 
tapping Shift+F12. This at least gives you an instant 
impression of how much extra strain you're putting on 
your system. As noted earlier, though, the only way to 
doacomplete uninstallis to delete the iCEnhancer 
files andrestore some backed-up originals. 
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SKILLS 
FXAA IT UP 


GET BETTER NVIDIA ANTI- 
ALIASING THROUGH FXAA 


24 NVIDIA. 


Beta and Archived 


Partner Certif 


] Fast Approximate Anti-Aliasing 
(FXAA) entered the wild through 
such games as Duke Nukem Forever 
and Brink. You can use it elsewhere, 
too — in The Chronicles of Riddick: 
Assault on Dark Athena, say. First, 
install the latest Nvidia drivers. 
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Now you need Nvidia Inspector, 

a wonderful little app and the 
effective successor to nHancer. It 
gives you full control over the 3D 
profiles in your Nvidia drivers where 
the official control panel doesn't. 
Get it at: bit.ly/nvidiainspector. 

tooted veri pue types 

High evel control of the nenidema quality on OpenGL 

Maurum AA samples showed lor à gven aockicabion. 

NVIDIA Precetined FXAA Usage 

Opinn flags tor enabled appicators 

Power Throttle. 

Prefemed tresh mite 

Shem Flendering Mode Options per application for Optemus. 

Thee ID is used to identify which applications ane rnetalled 

Toggle FXAA on or of 

Urdhed beck depth bufer 


The new FXAA flag is found 
away from the usual MSAA 
and supersampling settings, down 
towards the bottom of each profile. 
It's a simple on/off toggle, so just 
find the profile for say, Oddworld: 

Stranger's Wrath, and turn it on. 


BONUS TIP 
FEELING BRAVE? 


For guaranteed full-scene AA in 
pretty much everything, try hacking 
your monitor/videocard drivers to 
run at twice your native resolution, 
downsampled. bit.ly/DriverAA. 


Tutorial for the successful 
(Minimum requirement 275-he Forceware driy 


Current status (6/19/2011) - downsampling werks with: * + 
Windows 7 * ATI - not because of lack ef support, appropriat 


Mecimmended drier fae downtanjiinp 
dst FW 275.33 
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alonga dirt road in my Jeep, peering through 
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AT IN FAR CRY 2 


| 'm back in Africa, bouncing and bumping 


my dirty windscreen forapproaching 
vehicles and checkpoints, spinning around in 
my seat to see if I’m being followed, ready to 
leap out and disappear into the underbrush at 
the first sign of danger. At the same time, l'm 
watching the sun set beautifully over the 
mountains, and enjoying the company of the 
zebra running alongside my vehicle. 


READ ME 

FIRST REVIEWED 
PCG 193, 94% 
PUBLISHER 

Ubisoft 
DEVELOPER 
Ubisoft Montreal 
EQUIRES 

2.6GHz CPU, 1 GB 
RAM, Shader 
Model 3 graphics card 
LINK 
www.farcry2.com 
INFLUENCED BY 

Far Cry 


GETIT FROM 
Steam 
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4 ahe actiorirampsup. There'sno 


I'mback in Africa, a place 
both mind-bogglingly beautiful 
andnail-bitingly dangerous. I’m 
back in Far Cry 2 

Ireturn roughly every six 
months. Becoming reabsorbed 
in the conflict of this war-torn 
African state never takes long. 
Immersion in FarCry 2 is near- 
total, because the game does 
solittle to snap you out ofit. 
Despite the massivesize of its 
world, there are no loading 
screens totwiddle yourthumbs 
through. There's no distracting 
soundtrack that kicks in when 


| 


pausing the game to check your map: your 
character simply holds it in his hand, allowing 
you to peer down at it when you need to get 
your bearings, even while driving. Mission 
briefings aren't cutscenes but handledin 
person: your current employer will tell you 
what he wants done and physically hand you a 
folder with the job's details. Healing wounds, 


"With so few pauses in the 
action and noreal 
stopping points, Far 
139 Cry2amountsto 
^» onelongunbroken 
experience" 


opening doors, climbing into and out of 
vehicles, even sitting downat a computer 
terminal, you're never pulled out of first-person 
view, so you're never pulled out of the game. 

Evendeath doesn't always provide you with 
an opportunity to stop playing. Riddled with 
bullets and rocked with explosions, the world 
will go dark as your life appears to end. Then 
you'll find someone hovering over you, 


ullet out 


REINSTALL CLASSICS OF PC GAMING REVISITED 


= M LE 


| shouting at you, pulling you to your feet, 


pushing a pistolinto your hands. You've been 
rescued fromthe brink of death by a buddy, 
one of your comrades who always manages to 
show upat just the right time to save you from 
the horrors of having to reload a recent save. It's 
asif the game is saying to you, "Back on your 
feet, dude, you're not quitting that easily." 

You heal by digging a bullet out of your arm 
witha pair of pliers, or snapping a dislocated 
joint back into place, or rippinga branch out of 
yourimpaled leg, or any number of visceral and 
entertaining DIY field surgeries. Then you're 
backinaction, helping your pal hunt down the 
last few bad guys, getting on with your mission. 

Withso few pausesin the action andnoreal 
stopping points, Far Cry 2 amounts to one long, 
unbroken experience ona series of long, hot 
days. And the daysdo feel hot. Some games do 
convincing thunder and lightning, others are 
good with freezing wind and snowstorms; Far 
Cry2 conveys the oppressive stillness of a 
heatwave. You can almost feel the burning 
midday sun pressing down on your shoulders 
and the sweat popping out onyour skin. By 
contrast, the nights feel cool and almost chilly, 
awelcome relief fromthe brutal heat. 
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Know your enemy’s —_ 
weak point: his body. 


= A 
ES" The two-step plan 


My God, it’s full of leaves. S E. i 


LE Jide 


eA to boat ownership. , 


The sun isn't the only thing turned up to 
eleven. Along with your five-day forecast of | 


EATRA LIFE 


455137 PE V p 

= At least something 2——9 $5 — 
1 in Africa isn't trying to kill me 
[A ra did m Lr an n 


cloudless skies andscorchingsuncomesthe | 
100% chance of gunfire, because with the | 
exception of your buddies and that zebra, every 
livingthing in Africa wants you dead. Luckily, 
combatis always exciting and satisfying. The 
weapons are startlingly loud and buck in your 
hands as you fire. Explosions are massive. Firing 
arocketinto an approaching vehicle will send it 
pinwheeling intothe air while nearby trees 
shakeand dry leaves burst in a cloud around 

you. Fire doesn't just burn: it spreads and 
consumes, moving from burning vehicles to 
grass, totrees, to buildings and other vehicles, 
causing even more big, meaty explosions. In 
short: things in Far Cry 2 blow up real good. 


Onsafari 
Pleasureisalso found in quiet exploration. 
Going fora wander might lead you toa hang 
glider you canuseto soar across the landscape 
in pursuit of a hard-to-reach diamond stash. 
While driving through the plains, you might 
suddenly find yourself escorted by a herd of 
galloping wildebeest or bounding gazelles. 
Motoring down aquietriyercan giveyoua 


LIGHT MY FIRE How to make things even hotter in Far Cry 2 


Set loosein the dry fields of Africa, fire is useful for flushing out enemies and creating havoc (and, if 
you're not careful, cutting off your own escape routes). Here are the best ways to turn up the heat. 


© + ee = BOOM! Qe + Li = AAIEEE! 
Grenade Vehicle Flamethrower Nearbyjerk 
^w X = FOOSH!! ae r = Cilka 
Molotov Grass IED . Anything PEANMOJ 
Mee umen ^ Yo = OOPS! gem wax = Attractsenemy 
Rocketlauncher Grassyou’reon Flare Pistol Sky Vinci s: 


lovely view ofthe sunrise or a flock of birds 
circling lazily overhead. You'll travel from sandy 
desertsto lush forests, and from flat, barren 
expanses to mountainous peaks. 

Enjoy these peaceful moments while you 
can. If enemy mercs even glimpse your vehicle 
they'll open fire, pop off flares to call for 
reinforcements, or pile into a truck and give 
chase. That boatride you were enjoying can 
turn intoa desperate swim to safety as enemy 
gunfire spits into the water around you. Your 


| comfy Jeep can become a smoking, bullet- 
riddled wreck that you're trying to repaireven 
as two more enemy trucks bear down on you. 

That's Africa through the lens of Far Cry 2: an 

expansive world that quickly shifts between 
mesmerising beauty and deadly encounters, 
between peaceful exploration and nerve- 
jangling combat, between the chilly, star- 
speckled nights andsweltering midday heat. 
That's why it’sso easy to come back to, and 
why it's so hard to leave. 
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SHOGUN: TOTAL WAR 


THE MAKING OF... 


SHOGUN: TOTAL WAR 


FROM BOG-STANDARD C&C CLONE TO WORLD DOMINATION: 
HOW CREATIVE ASSEMBLY CRAFTED A PC GAMING LEGEND 
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: eset off,” says Mike Simpson, long- 
W serving creative director on the Total 
War series, “with the intention of 
making a B-grade Command & Conquer clone.” 

Inthe early months of 1987, one-time 
Amstrad bedroom programmer Tim Ansell 
found himself with more work than he could 
handle. Hed been converting Amiga classics 
toPC for Psygnosis and other publishers, titles 
now guaranteed to generate unjust nostalgia 
among longer-term PC Gamer readers: Shadow 
of the Beast, Microcosm and Stunt Car Racer. 
Now he'd wona contract to develop sports 
games for EA - ahugestep up. 

He moved out of his bedroom and expanded 
the team. “Upto the giddy heights of five,” says 
Mike. These five programmers had a heavy 
workload. They built the first version of FIFA on 
PC, the first game to have play-by-play audio 
commentary. They went into minority sports; 
rugby, cricket, Australian rules football. But 
they wanted more. Mike was Tim's producer at 
EA and Timhad recruited his ex-colleagueto 
start a second team, working on anew title. 

That title was Monkey, an RPG based onthe 
TV series, featuring Hanuman the monkey god 
and his travels and travails witha menagerie 
of other Chinese gods. To fund the project the 
newly formed Creative Assembly would have 
to pack their bags: they were planning to take 
advantage of huge financial advantages from 
the Singapore government by moving east. 
But the financial package fell apart andthe 
teamhad to come up with anew plan. 

Enter plan B: build a B-grade C&C clone. 


Copy and conquer 

"Command & Conquer had spawned a whole 
bunch of clones while we were working on our 
RPG, like Kill, Krush ‘n’ Destroy, which sold really 
well. We looked at that and thought, ‘that’s so 
easy to write, we can do that"" 

Isn't abit harsh to call such a groundbreaking 
game B-grade though? "That wasn'tthe 
game,” he laughs “that was our ambition!” 

As development went on with the C&C 
clone, a silicon revolution was taking place 
inside our PCs. The first 3dfxcard had just been 
released. Textured 3D graphics were now 
possible. Mike saw the opportunities and the 
teambeganexperimenting with a new 3D 
graphics engine. “We thought maybe, instead 
ofatraditional RTStop-down view, wecan 
havea spline-based landscape. So we putthe 
camera lower down and, surprisingly, that all 
worked. It wasn't designed to be Shogun right 
fromthe start. It kind of evolved into it." 

The C&C clone wasn't dead, though. From 
the beginning of the project the team had 
intended to focus on infantry, auseful 
differentiation in an already crowded RTS 
genre that was continually repeating the 


! War. Brilliant. 


"We were going to have lots and lots of little 
ant-like men,” says Mike. "It would still be top 
down, with flocking little ants. We did some 
mock ups that looked pretty good. But once we 
gota3Dbattlefield, suddenly you were making 
abattlefield look like a proper battlefield. 
Nobody had done that before.” The larger 
strategy map was simply a way of tying the 
relatively short battles together and giving 
thema sense of importance. 


Samurairush 

One of the biggest changes fromthe C&C clone, 
though, was the setting; the Sengoku Jidai or 
“Warring States” era of Japanese history 
between the 15th and 17th centuries. The 
period was characterised by the weakening of 
the Ashikaga Shogunate and the rise of 
powerful feudal lords — Daimyos — who carved 
the country up between them. It also featured 


"The technology of the 
day wasn't really up to it. 
Oscillating bits of cloth 
led to the infamous 
trouser snake problem" 


rapid cultural development and a temporary 
social meritocracy, as the non-rulers, 
alternately enriched and impoverished by the 
advent of international trade, usurped the 
places of the oft-incompetent aristocracy 
Although Mike had been involvedin an earlier 
Japanese war game (Lords of the Rising Sun), 
theera waschosen mainly for pragmatic 
reasons. The changes in the eragave the team 
aperiod of rapid development: the first contact 
with the West, the internecine civil war to claim 
the title of Shogun, and the Samurai and 
gunpowder setting. “They had a really good 
tech race in that period, going from simple 
medieval weapons to guns,” explains Mike. 
“There were lots and lots of different factions, 
many of whom could have won. 
The one that did win was pretty unlikely given 
where it started from.” Strategically, the 
standardisation of Japanese troops inthe 
game, save for one or twospecialist units, used 
to balance the factions, and the Risk-like main 


EA TRA LIFE 


map meant factions had an equal chance of 
winning the game. 

There were hardware practicalities too, 
as the head writer, Mike Brunton, toldus. 
“When you think about it, the Samurai guy 
has anice big banner on his back so you can 
see who heis. They all look the same apart 
from having different cloaks on to make them 
look good. It sounds silly, but it counted for 
something in those days. You know, when 
you've got 64 meg ona graphics card, 
you need to think about these things." 

Itwasn’t all roses though. Mike has talked in 
the past about the problems the team had 
with implementing the throne room, a key 
decision-making area of the game. "It wasa 
very simpleidea; we havea scene, viewed from 
the throne. Someone walks in, you havea chat 
with them, they go out again. But making it 
work took years off people's lives. It’s making a 
video out of component elements. A large 
team worked onit and most of them were 
relatively inexperienced then.” 

With such little 3D experience, even simple 
things, like making the NPCs have realistic 
cloth on their attire, became difficult problems. 
"We wanted everyone to have nice flowing 
material, but the technology of the day really 
wasn't up toit. Oscillating bits of cloth led to 
the infamous trouser snake problem.” Whichis 
asentence you don't hear very often, especially 
fromthe mouths of developers. 


Flaming pigs 

Finally, they chose itso they could watch lots 
of Akira Kurosawa movies. The offbeat cultural 
researchhas always been one of the hallmarks 
of Total War games. From Rome’s flaming pigs 
to wasp pots, they've gloriedin finding the 
obscure and emphasising how different 
ancient cultures were. “It’s in the DNA 

of the team,” says James Russell, lead designer 
of the Total War series. "Everyone's into history 
andthe core pillar of Total Waris vividly and 
accurately recreating andimmersing the player 
inthe setting, whatever itis.” “There's this kind 
of glee when you find something strange or 
wonderful,” adds Mike. "You're almost 
compelled to share with everybody. The 
designers look for the strange, the weird and 
the wonderful and the offbeat, because often 
it throws a strange light on things." For 
example, the way the designers integrated the 
precepts of Sun Tzu's Art of War, not only into 
the look, but alsothe design and tactical 
system. The new money system of feudal 
Japan, the Koku, was based on the amount of 
rice a man needed to eat in a year. 

However, they don't always include what 
they find. "There's some stuff that we couldn't 
put in though,” says Mike Simpson. “It was just 
too weird. There's all the Egyptian stuff you 
really don't want to get into. The different 
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historical periods competeagainst each other 
for coming up with the most insane and 
unusual thing." 

Worryingly, their sometimes exaggerated 
research has cropped up on Wikipedia as fact. 
"When we had to research Shogun 2, we would 
beresearching all thefoibles of all the different 
clans andalot of the source material was 
basically straight out of Shogun 1. We were like, 
‘No! Wedon't want that!" The lesson: don't 
trust what you read on Wikipedia. 

Board games were a secondary influence. 
“They are almost perfect examples ofthe 
type,” says James. “They end up taking 
complicated concepts and forming them into 
some really simple methods, whichis kind 
of what we aim to do.” From the team’s 
description, the Creative Assembly office 
isahotbed of geekery, with board games, war 
games and even pen-and-paper roleplaying 
games taking place. Notably, Shogun itself was 
partly inspired by a board game of the 
samename. 


Growth spurt 
Itall makes sense, but there wasa problem. 
This wasn’t anything like the game that 
Creative Assembly's then-publisher EA had 
commissioned. A low-risk, accessible B-grade 
game had turned into an obscure new genre 
that required the newest, most expensive 
hardware to work. To their credit, EA welcomed 
the idea. “We went back with a pitch for what 
we wanted to produce, [saying] how much 
better it was than the originalidea,” says Mike 
Simpson. “It did make sense. They went 
ahead withit.” 

The Creative Assembly team grew rapidly. 
“The coreof the team ended up being about 
15 people. It might've gone up to about 20 by 
the time we finished.” Their working space 
needed to grow too. So Ansell moved out of his 
bedroomand, first of all, into a small industrial 
unit, then ended up working out of a self- 
contained building near Horsham, England. 
“It was quite a good office to work in,” says 
Jamie Ferguson, battle lead designer. “Because 
there was a country pubacross the road anda 
pubonthe other side of the other road.” Kevin 
wasa little less happy though. "If you didn’t 
drive, youhad to take the bus from Horsham. 
Ten minutes as the crow flies, but about an 
hour's ride.” 


Smash hit 

The game was eventually released in June 
2000. Suffice to say, it was a hit, garnering 
scores in the high 80s and above, across the 
media. PC Gamer gaveit 92% at the time 

(its metacritic average is still 90%), calling it, 
"a verysatisfying wargame, if not the end-all- 
beat-all game we'd hoped for”. (Several PC 

i ye sincegone onto work for 


GAMEOGRAPHY 
TheCreative Assembly z 
f REATIVE | 
originally justto port FÉ m 
Amigagamestothe PC. 
FIFA94 (1994) 
Creative Assembly worked 
first PCFIFA. With it, they 
pioneered the idea of reactive 


were founded in1987, 
These aretheir key games. 

with EA Sports tocreate the 
commentary - now a standard feature. 


Rugby World Cup (1995) 
Continuing to work with EA 
Sports, CA found their groove 
in making high-quality versions 
of non-mainstream sports 
games. Fans appreciated the effort, and 
these games becamesteady earners. 


RUGBY: 
WORLD CUP, 
Hio 5 


Shogun: Total War (2000) 
They onlyset out tomakea 
modest Command & Conquer 
ripoff, butit evolved into an 
ambitious mix of turn-based 
andreal-time strategy. 


MEDI Medieval: Total War 
Shogun became the template 
for CA's games, and Medieval 
expanded it toa grander scale. 

Medieval topped UK charts for weeks. 


3 Rome: Total War (2004) 
FortheRomanera, CA rebuilt 
Total Warfromtheengine up. It 
paid off: Romeis still a fan 
favourite even today. 


“You spend £30, you get 
10 hoursout of a console 
game. You spend £30 
and you get 100 hours 
out of one of ours" 


Creative Assembly — such names as Mark 
Sutherns, lan Roxborough and Al Bickham are 
working there right now.) The surprise was 
that not only didit dogreat numbers at launch. 
Itcarried on selling. And carried on selling. 
Andcarriedon selling. Three years later, it 
wasselling more copies in a week thanthe 
launch week. 

"Oneofthe major things about Total War 
asaseriesis that the games sell fora very, very 
longtime," says James. "If you can make 
something thatis fun to play and has deep 
involvement, it becomes value for money. OK, 
you might be spending 30 quid on 


SHOGUN: TOTAL WAR 


agame but our average player gets 95 hours 
of play out of that. Thenit’s a drop inthe ocean 
interms of your average spend for somebody. 
Especially if they're only buying one or two 
games a year. Publishers are discovering that 
game players are alot more priceattuned 
than they thought they were and value for 
moneyis something that's very highup their 
list of requirements.” 

Priced per hour, Shogun is up there for value 
withAngry Birds. "You spend £30, you get 10 
hours out of aconsole game,” agrees Mike 
Brunton. "You spend £30 and you get 100 hours 
out of oneof ours.” Mike Simpson pondered on 
this. “Maybe games are getting a bit morelike 
books, where, if you make a good game it’s 
going to be there for along time. Moreover, 
good strategy gamesareless dependent on 
their visual look for their longevity, compared 
with other genres, which are alittle bit more 
purely about the look.” 


Successful strategy 

Do the team think the game appealed to 
something particularly British in its recreations 
of historical events? James doesn't. “I think the 
Germans also have a similar approach to war 
gaming, from the strategic side. The whole 
thing of filling in the map in your colouris a 
very strong motivator.” 

Mike Bruntonnotes that though the 
Germans took to the game, they played it 
very differently. “Germans actually tend to 
like playing the strategy side of the campaign 
map Over all the other platforms. They love 
allthatintricate building your camp up, 
making sure you've got all the right buildings 
inevery area to maximise the bonuses." 

James agrees: “[They enjoy] maximising your 
economy, to get the most amount of money 
comingin.” 

Immediately after release, the team 
started work on three new projects, including 
the first of their Barbarian expansions, The 
Mongol Invasion, as well as Medieval: Total War 
and Rome, an entirely new engine. Others have 
followed; Medieval Il, Spartan: Total Warrior, 
Shogunill. 

Sohastheteamever considered moving 
on? "Making Total War, because of the whole 
team dynamic, is actually a really exciting and 
fun experience,” says James. "If you're having 
fun doing something and it makes money, 
why stop?" 

Will they everstop making them? Mike 
Brunton doesn't think so. "Well, we don't like 
toretire, eventually pay the mortgages off, 
things likethat." "Why did we continue?" asks 
Mike Simpson. "Partly it never occurred tous 
tostop. We've not stopped having fun making 
them,to date." It seemsas long as gamers keep 
enjoying them, Creative Assembly will keep 


| makingthem.f 
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Are you gonna tell him 
his hairlooks stupid? 


The perfect sandboarding 
weather made the beach 
a popular place. 
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EXTRA LIFE (t) 


MUST PLA 


The greatest games on 


^ 


GO TO WAR... 
Total War: Shogun 2 
totalwarcom/Shogun2 

Use ninjas and samurai to conquer Japanina 
more focused Total War, blessed with great Al, 


sumptuous visuals and clan-based multiplayer. 


Also: StarCraft Il: Wings of Liberty, Dawn of Warll, Supreme 
Commander 2, Company of Heroes, Frozen Synapse 


PC 


y 


HAVE AN ADVENTURE... 


Deus Ex: Human Revolution 
www.deusex.com 
It’s done the impossible, capturing the spirit of the 
original cyberpunk RPGFPS, while polishing it for 
modern tastes. 


Also: KotOR, Mass Effect 2, Oblivion, The Witcher Il, Fallout 3, 
Assassin's Creed Il, Dragon Age ll, Splinter Cell: Conviction 


DON’T MISS OUT ON THE LEGENDS 


SHOOT MEN... 
Bulletstorm 

www.bulletstorm.com 

Boot enemies into the air, wrap them in bombs, 
and launch bullets through their ass-door. It's not 
about shooting. It's about shooting in style. 


Also: Half-Life 2, BioShock 2, Crysis, Far Cry 2,Bad Company 2, 
Just Cause 2,L4D2, Modern Warfare 2, Stalker: Call of Pripyat 


GET SOMETHING FOR NOTHING... 
Dwarf Fortress 


bayl2games.corr/dwarves 

The eighth wonder of the world. An absurdly 
detailed management sim that constantly 
produces hilarious anecdotes. Plus, zombie slugs! 


Also: Desktop Tower Defence, N,GTA 2,Freespace2, Tribes 2, 
Anchorhead, Nethack, TrackMania Nations Forever, Spelunky 


LEAD A SECOND LIFE... 
World of Warcraft 


www.worldofwarcraftcom 

With the launch of Cataclysm, there's never been 
a better time to get into WoW. It’s prettier, funnier, 
and less grindy. The best just got better. 


Also: EVE Online, Warhammer: Age of Reckoning, Lord of the 
Rings Online, Guild Wars, Mount & Blade: Warband 


PLAY ON YOUR NETBOOK... 
Bejeweled 3 
bit.ly/ckpPvs 


Match gemsin rows of three, and in doing so play 
poker, save butterflies and cause huge explosions 
inthis inventive sequel to the classic puzzle game. 


Also: Monkey Island 2 SE, Day of the Tentacle, Peggle, 
Bookworm Adventures, Uplink, Worldof Goo, Braid 


PLAY SOMETHING INDIE 
Limbo 


limbogameorg 

Lonely, haunting and beautiful, this indie 
platformeris a superbly atmospheric adventure. 
Brave the forest, save your sister, avoid the spider. 
Also: VVVVV, Revenge of the Titans, AudioSurf, SpaceChem, 
rin hii Boy, M ick 2 Misagventures UE Winterbottom 
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FLY, DRIVE AND RIDE... 
F1 2010 


www formulal-gamecom 

It’s alightning-fast racer that strikes abalance 
between accessibility and detail, but Monte Carlo 
inthe rain is all the reason you need to play it. 


Also: Flight Simulator X, TIE Fighter, Silent Hunter 4, Black 
Shark, Race Driver Grid, DiRT 3, Burnout Paradise 


PWN SOME NOOBS... 


Team Fortress 2 
wwwteamfortress.com 

Cartoon styled it may be, but the retributionis 
real when your ‘friend’ is stabbing you in the back. 
Team shooters get no better - and now it’s free. 


Also: Counter-Strike Source, Unreal Tournament ll, 
Battlefield 2 Left 4 Dead, Battlefield Bad Company 2 


INSERT COIN CLOTHING INSERT COIN 
et Your GeekonforLess!Want iE 
(5 to level up your wardrobe even m 
quicker? Simply become a ^ 5 


member of Insert Coin! 


WWW.INSERTCOINCLOTHING.COM 


When you buy any tees or hoodies 
online you can start saving coins to 
use against your next 

purchases. 

You can even geta 

free tee once you 

hit the 100 coin 

target! 


And, as a member, 

you'll get access to the 

latest designs and exclusive news and 
competitions. 


So, what are you waiting for? Sign-up 
today and get your geek on for less... 


E Fa (^ (^ ‘Officially our favourite brand "The only gaming gear I’m 
ü of videogame-inspired tees. proud to wear to the pub. wont bk 


Edge magazine Graeme Boyd, Xbox DELIVERY 
GIFT VOUCHER 


GAMERS! WE ROXIO GAME wian-| 
NEED YOU BRE AW | CAPTURE 


re you a Gamer with 
A ideas? GameOnG 

wants yours! Now's 
your chance to show the 
world what you've got! Here 
at GameOn® we make 
technical and clever 
accessories for all consoles 
and sell them worldwide. We 


Danacie aunts Dd 
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are constantly looking for 
new inventions. If you think 
you've got the next big idea 
then contact us today and 
we'll make it a reality. 


PC Game Capture 


Shoe me 


CONTACT: 


ideas@impactint.co.uk 


TEL: + 44 (0) 845 600 1676 
About GameOn® - Foundedin 2000 with 
offices and sales in Europe, Hong Kong 
and the US. GameOn@ is now one of the 
fastest growing gaming accessory brands 
inthe world and our gamer mad guys are 
desperate to get stuck into a new project. 


ADVERTISING FEATURE 


SETTING 
GAMESC 
FREE 


The free-to-play games that 
rocked the convention 


Traditionally, game conventions 
are about big name pay-to-play 
games, and while there were 
certainly some big hitters present 
at Gamescom, a whole group of 
new and exciting free-to-play games were 
also outin force. 
In fact free-to-play games were some of 


the most innovative and interesting on show. 


League of Legends, for example, took 
the MOBA genre to new places, 
while Tribes: Ascend gave new life to 
an old classic and Otherland was 
just... weird. 

Here are the What MMO picks 
for Best Free To Play games from 
Gamescom: we recommend you 
play them all in the coming year. 


GAMESCOM’S BEST FTPs 


Developers Hi-Rezhave experience with free-to-play, 
jetpack-MMO Global Agenda has been raking in players 
formonths. In Tribes they've been able to construct 
something that’s not only faithful to the original game, 
but is also accessible to new players. The best bit? Our 
oldSpinfusor skills are still relevant in 2012. 

LINK tribesascend.com 


One of the most bizarre and intriguing announcements 
of the show was Otherland. Based ona series of novels 
about constructing virtual worlds in cyberspace, the 
footage wesaw wasstrange, beautiful and incredibly 
ambitious. It's likean MMO withinan MMO. Think 
somewhere between lain M Banks and the Matrix. 
LINK otherland.gamigo.com 


Hotontheheelsoftheannouncement of World of 
Warplanes, World of Tanks developers Wargaming.net 
haveannouncedthey'retaking vehicular warfare to the 
seas. CEO Victor Kislyi told us their games wouldinclude 
asimilar economic model, allowing current World of 
Tanks players to easily move between combat zones. 
LINK www.wargaming.net 


Leagueof Legendsiseasily the biggest MOBA around. 
Whenit changes, people pay attention. Dominion adds 
anentirelynew capture andhold mode tothe game. It's 
fast pacedand action packed — a braveadditiontoa 
genre that just hasn't changed since inception. 

LINK euw.leagueoflegends.com 


Wrath of Heroes converts Warhammer Online's PvP into 
afast paced arena battle game. Promises of three 
players and teams of six heroes suggest something 
different from the MOBA games we're used to. Plus it 
has Orks, andaswe all know Orks are da best at fightin’. 
LINK wrathofheroes.warhammeronline.com 


Warface was originally set for Asia alone, but during 
Gamescom Crytek announcedthe online shooter was 
coming to the west. The game promisesco-op, PvP and 
the fabled high-tech visuals the Crysis developers are 
known for. Shameabout the name though. They 
should have calledit Battlehead or Conflictnoggin. 

LINK crytek.com/games/warface/overview 
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. . Dragonica, Gala's beat-'em-up-inspired 

2» MMO, will be releasing its newest 
expansion shortly and it's a massive one. 

Dragonica: New Origin will feature a new 
race, new classes, rideable pets and raise the 
level cap to 80. 

Dragonica, for those notin the know, is a 
clever combination ofa side-scrolling Golden 


DRAGONICA 


Axe-inspired hack-and-slash game and a 
free-to-play MMO. It's a real throwback 
ofa game, so much so that it works best on 
an old-fashioned gamepad, with the 
community using old SNES and MegaDrive 
pads for maximum retro. 

While details on the new race remain 
scarce, Gala have confirmed the European 


version is getting both the new classes, 
nature-loving summoner the Shaman and 
the fearsome Amazonian (no relation to 
Wonder Woman). 

Mounts will also make their way into 
Dragonica for the first time, available either 
as dungeon drops or from the pet merchant. 
Once your pets mature to a certain level 
you'll be able to climb aboard and ride them 
into battle. Some pets will even allow you to 
teleport to selected locations, making fast 
travel easy. 

While New Origin contains its fair share of 
high-level content, with a higher level cap 
and new dungeons for level 45 and 75 
players, it also completely revamps and 
redesigns many of the game’s older maps, 
giving new players the benefits of additional 
content as well. 

There’s also a whole slew of improvements 
under the bonnet, adding widescreen 
support and extra resolutions along with 
tweaks to the elite monster system and the 
chat and party search functions. 

New Origin looks set not only to expand 

Dragonica, but to open it up and make it 

much friendlier to new players, while still 
adding the high-level content 
established players desire. 
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WEDNESDAY OCTOBER 2O 
HOW TO BUILD GOLD FARMING’S FIREFALL BETA 
YOUR DREAM PC SICK UNDERBELLY A FULL FREE GAME 
DIABLO 3: FULL BETA A WALK ON GTA'S EVEN MORE 
HANDS-ON WILD SIDE GREAT GIFTS! 
WHY THE PC 
MATTERS 


3 RED ORCHESTRA 2: HEROES OF 
104 PC GAMER NOVEMBER2OI STALINGRAD > BATMAN: ARKHAM CITY » FIFA 12 
HARD RESET » DRIVER: SAN FRANCISCO > MORE... 


Free MAFIATI Game | ^ 
Use Discount Code: NS ua 
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BEST BUY . 


Powered By G IGABYTE 


r Aar. Motherboard 
Leadel r Innov ation 


EF 


ACT FASTER / MASTER WOR 


THE ROCCAT™ ISKU 


Combining the world’s smartest gaming” engineer- Max Customization Gaming Mouse - talk to one 
ing with jaw-dropping design, the ROCCAT™ Isku another, providing powerful set bonuses that let you 
Illuminated Gaming Keyboard lets you master any command faster and easier than ever before. The 
game the easy way - and be legend. With the Isku your Isku is also the world’s first and only keyboard to 
keyboard and mouse can join forces for the first feature groundbreaking Easy-Shift[+]™ technology, 
time - to become an unstoppable fighting force. Thats — which puts 36 macros in 3 spots in the simple-to-find 
because exclusive ROCCAT™ Talk© technology lets the WASD zone - letting you command without having to 
Isku and compatible mice - like the ROCCAT™ Kone[+] X re-adjust your hand and take your eyes off the action. 


FEATURING 


Rocce: ROCCAT™ [ MMO ] NOW AVAILABLE 
SET THE RULES 2 TALK APPROVED WWW.roccat.org/isku 


